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The history of  Finnish games is  diverse. 
I t  c o n s i s t s  n o t  o n ly  o f  c o m m e r c i a l ly 
s u c c e s s f u l  d i g i t a l  g a m e s  o r  b o a r d 
game c lass ics  that  have kn i t  together 
g e n e r a t i o n s .  F i n n i s h  g a m e  h i s t o r y 
i s  m u l t i f a c e t e d  b o t h  i n  t e r m s  o f 
technologies and execution,  as well  as 
content  and  impact .  The  recept ion  of 
games varies:  some are highly praised, 
others  become dearly  loved ,  some are 
deplored and many wil l  s imply become 
forgotten.  A game is  a versat i le  format 
f o r  a  v a r i e t y  o f  w o r k s ,  b y  d i f f e r e n t 
c r e a t o r s  a n d  f o r  d i f f e r e n t  t y p e s  o f 
p l a y e r s .  G a m e s  a r e  v a l u a b l e  f i x t u r e s 
of  cultural  h istor ies around the globe. 
F innish games are in a precious role in 
the cultural  heritage of Finland.
Th is  book  of fers  on ly  a  smal l  sample 
o f  g a m e s .  T h e  i d e a  f o r  t h e  b o o k 
w a s  c o n c e i v e d  d u r i n g  a n  e x h i b i t i o n 
organised in a local  museum during the 
Nordic DiGRA 2012 conference,  Tampere 
F inland.  Four  researchers  and roughly 
20 students  jo ined efforts  to  bu i ld  an 
exhibit ion to introduce foreign vis itors 
t o  l o c a l  g a m e s .  G a m e  d e v e l o p e r s , 
j o u r n a l i s t s ,  h i s t o r i a n s  a n d  c o l l e c t o r s 
lent a helping hand in putt ing everything 
t o g e t h e r .  T h e  m u l t i f o r m  e x h i b i t i o n 
reflected the different backgrounds of 
the members of the team – we ended up 
opening a diverse view towards Finnish 
g a m e s .  A l t h o u g h  t h e  e x h i b i t i o n  w a s 
open only for a short t ime,  the success 
surpassed  a l l  expectat ions .  The  work 
conducted for  the exhib i t ion has  been 
updated for this  book,  and it  has served 
as  a  bas is  for  the  F inn ish  Museum of 
Games opened in 2016.
G a m e  h i s t o r y  i s  c o m m o n  k n o w l e d g e , 
b u t  n o t  a l w a y s  e a s y  t o  a c c e s s .  I t  i s 
t i m e  t o  p u t  m o r e  e f f o r t  i n  r e c o r d i n g 
t h e  h i s t o r y  f o r  f u t u r e  g e n e r a t i o n s 
as  wel l  as  to  t race  the  paths  a l ready 
forgotten .  Games cannot ,  however ,  be 
u n d e r s t o o d  s i m p ly  b y  r e a d i n g  –  t h e y 
m u s t  b e  e x p e r i e n c e d .  H o p e f u l ly  t h i s 
book wil l  show a guiding l ight towards 
u n d e r s t a n d i n g  g a m e s  i n  a  w i d e r 
spectrum and bring everyone closer to 
the actual  experiences.
Tampere,  F inland,  2/4/2017
Annakaisa Kult ima & 
Jouni  Peltokangas
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Punaisten ja 
valkoisten 
taistelu 
Suomessa 
1918
 
T Y P E
Board game
P U B L I S H E R
Juusela & Levänen
 
Punaisten ja 
valkoisten taistelu 
Suomessa 1918
P u n a i s t e n  j a  v a l k o i s t e n  t a i s t e l u 
S u o m e s s a  1 9 1 8  ( ‘ T h e  B a t t l e  o f  t h e 
R e d s  a n d  t h e  W h i t e s  i n  F i n l a n d  1 9 1 8 ’ ) 
came out in t ime for Christmas in 1918. 
I t  i s  reputedly  the  f i rst  board  game to 
b e  c o m m e r c i a l ly  p u b l i s h e d  a f t e r  t h e 
F innish Declarat ion of  Independence in 
December 1917.
 
The  game descr ibes  the  events  o f  the 
F i n n i s h  C i v i l  W a r  w h i c h  e n d e d  e a r l i e r 
i n  1 9 1 8 .  T h e  v e r s e  f o r m  r u l e s  a r e 
rather  d i f f icu l t  to  understand ,  and the 
movements  of  the  Whites  are  depicted 
in  much more  hero ic  terms than those 
of the Reds.  Despite the sl ightly skewed 
worldview,  the game can st i l l  be won by 
either party.
 
The game follows real  historical  events 
very closely .  The locat ions and borders 
a r e  i n  t h e  r i g h t  p l a c e s  a n d  t h e  f i n a l 
b a t t l e s  h a v e  a  c l e a r  s i g n i f i c a n c e .  A n 
interest ing detai l  of  the game is  that the 
headquarters of  the Whites is  located in 
Germany,  while the Reds reside in Russia . 
This probably owes to the fact that back 
in the day there were talks that Finland 
should  have  a  k ing  of  German descent 
as a ruler .
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P e r s p e c t i v e :  K i m m o  A n t i l a
Kimmo Antila 
talks about 
the board game 
Punaisten ja 
valkoisten taistelu 
Suomessa 1918 
and the related 
museum work.
 
“
I worked as a project manager in Museum 
Centre Vapriikki between 2006 and 2012 
and my job was to develop permanent 
exhibitions, particularly ones related to 
the history of Tampere. We bumped into 
Punaisten ja valkoisten taistelu Suomessa 
1918 (‘The Battle of the Reds and the 
Whites in Finland 1918’) when we were 
working on the Tampere 1918 exhibition 
closely with various parties in 2007. I’ve 
played digital games to some extent in 
my youth, Donkey Kong type games and 
a variety of recess games, I mean. I’ve 
never really been absorbed by playing, 
and I don’t use my time on gaming. My 
children are now in their twenties, they 
have of course been playing more, and 
through them I’ve gained a whole new 
perspective of gaming, different from 
what I had back in the day.
 
I became interested in history at a young 
age. It tells us where we are now and 
what is going on, why we live in such 
a country, in Europe or in the world. 
History is a social science. It is wonderful 
and important that past phenomena are 
examined, as they help us explain the 
present day. My personal interest was 
kindled through my grandparents. My 
grandparents were born between 1909 
and 1910, so they had recollections of 
what happened in Tyrvää, one of the 
arenas of war, in 1918. They had some 
horrifying stories, too. My grandfather 
recalled seeing the city burn down with 
his own eyes as a child. Recollections may 
arise either from witnessing an event first-
hand, or being told about it. It may well be 
that he’d only heard stories of the incident. 
Nonetheless, it created a strong emotional 
experience that someone familiar, whom 
my grandparents had bought sweets 
from, was stabbed to death and thrown 
off a bridge. It’s very likely that he did 
not actually see it, but the story that a 
familiar person experienced such a fate 
was strong.
 
For the Tampere 1918 exhibition, we had 
people from the university doing back-
ground research, and then a core group 
formulated the storytelling for the exhi-
bition. At an early stage, the exhibition 
began to form into a kind of dramatic 
arc. It had a prologue leading into the 
subject matter, then the actual turbulence 
of events the exhibition would focus on, 
and finally an epilogue of the importance 
and reminiscence of the war. Punaisten 
ja valkoisten taistelu Suomessa 1918 , 
which we placed in the epilogue, was 
discovered by Robert Alftan, with whom 
we had collaborated before. Robert is a 
long-time journalist and researcher, and 
he happened to have a summer house 
near Tampere. He was working on a 
documentary about a Swedish volunteer in 
Tampere. We were, of course, able to pro-
vide Roope with something and Roope was 
able to return the favour. In the winter of 
2007-2008, he told us he had found this 
game, or game board, in a second-hand 
shop. We were naturally very interested 
in it, so Roope kindly donated the game 
board of Punaisten ja valkoisten taistelu 
Suomessa 1918 for the museum collection. 
We didn’t have any clue of what this game 
was, whether a number of these would 
exist or whether we would find any infor-
mation about it. We began to investigate, 
and not long after we realised that one 
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copy existed in the National Library. So 
we went to the National Library, took a 
look at what they had, but their game did 
not include the game pieces either. The 
second-hand version, which we got from 
Roope, didn’t have anything besides the 
game board. So we used the game from 
the National Library to copy the protective 
case where the game had been stored, 
and most importantly, the rules. Thus, in 
the version displayed in our exhibition 
only the game board is genuine. The case, 
rule book and game pieces are copies, or 
to be more precise, the game pieces are 
made on the basis of assumptions and 
conclusions.
 
We read the rules very carefully. They, in 
fact, described the game in great detail: 
there’s a die, and these sorts of red and 
white game pieces. In addition, it should 
have pins, which are used to mark dif-
ferent strengths on these pieces. We’ve 
attempted to play the game a couple of 
times, but the rules are very complicated, 
at least at first glance. If you try to think of 
what age groups the game might be aimed 
at, it cannot be for very young children at 
least, since the player must be able to do 
calculations and manage strategies. The 
game was made already in 1918, which is 
perhaps the most astounding thing about 
this – that it was made in the same year 
the war ended. After all, this was still a 
time when, in perhaps the greatest tragedy 
of the war, a lot of people were still held 
in prison camps. It is a pity that not much 
information has been found about the ar-
tefact. We know that the game was made 
by the printing house Juusela & Levänen in 
Helsinki. Later on, Juusela & Levänen also 
released some of the first publications by 
the Academic Karelia Society, so perhaps 
they were leaning somewhat towards the 
White heritage.
 
If you look at the rules of the game, you 
will notice that they are written in verse 
form. They also include a rather cleverly 
built-in hidden story about who has been 
right. However, this is not too highly 
emphasised. Still, the fact that the Reds 
will always start the game, for example, 
is already a clear reference to who it was 
exactly that made the first moves. The 
game includes historically correct places 
of battle, and it is well demonstrated 
throughout whether it was the Reds or 
the Whites who prevailed. Finally, as the 
representative party of the Whites arrive 
in Tampere, a convenient die roll will flat-
ten the entire Red troops, and the final 
victory is very close.
 
I have been thinking about the rules and 
read them through several times, and 
made a couple of attempts to play the 
game. By reading through the rules a few 
times, you may notice that they have a 
sort of educational aspect. Similar to how 
children’s books and other educational 
literature in the 1920s were used to 
bolster the nation and the tale of White 
Finland, it is clear that the Reds were 
the bad guys in the game. The Reds are 
described as a bunch of bandits, while 
the Whites get to be the noble sons. The 
sympathies clearly lie on the White side. 
In a way, this is of course obvious. History 
is written by the winners, and this is a 
game made in a certain way by the winning 
side. However, one could imagine that the 
game may have been played from another 
point of view. The interesting thing is that 
either side can win the game in principle, 
so it does have that kind of playfulness 
and opportunity. Then again, it would be 
silly to make a game where the other side 
would win by default.
 
Playing the game also made you consider 
what the creator of the game has actually 
been thinking. What are they trying to say 
here? How strongly is the game building 
up the winning story of the Whites, or 
could it take an objective look at what 
happened? We also thought of strategic 
issues. In a way, playing the game gave a 
sort of a moment of clarity to the role of 
the Germans specifically. This is related 
to the result of the subsequent research 
and interpretation of why Mannerheim 
attacked Tampere at that exact point. 
The charge takes place in order for there 
to be sufficient time to reach a settle-
ment before the German entry, so that 
the Germans would not be able to take a 
larger grip on Finland. This is also included 
in the game.
 
Interestingly, a few games similar to this 
one exist. One example is Helsingin valtaus 
(‘The Occupation of Helsinki’), of which 
one of the local associations of history 
teachers produced a new edition. There 
is also a game depicting the events of 
the First World War, where the whole of 
Europe provides the game board. Juusela 
& Levänen published all of these games. 
Recently, I have seen at least Helsingin 
valtaus for sale, at a steep price, of course. 
These are naturally quite the rarities. 
These items are, of course, stored in the 
National Library, for example, but it had 
not even crossed our minds back then 
that a game with such a subject matter 
would even exist.
 
We tried to dig up material and combed 
the year 1918 in many ways. We studied 
the newspapers of the time, contemporary 
stories, and so on. However, we did not 
come across any story where someone 
would have played this game or that the 
events of 1918 were handled in a game 
such as this. For instance, it is quite well 
known how children’s literature was 
used as an instrument in attempting to 
build a sense of national pride and the 
story of White Finland. One would have to 
imagine that if this game was more widely 
available, someone would have surely 
mentioned it somewhere. Perhaps an 
advertisement or an announcement that 
such a game was now available. However, 
we found nothing. This is pure conjecture, 
but if the game were terribly popular, we 
probably would have encountered more 
copies or mentions of it. Today, all manner 
of items related to the events of 1918 are 
highly collectible. I do believe that the 
value of the game has been understood 
as it was taken to the second-hand store.
 
Generally speaking, this game astonishes 
people, as they tend to perceive board 
games and gaming as a modern or even 
a welfare state era phenomenon. Afrikan 
tähti (‘The Star of Africa’) is thought of as 
a really old game, for example. Another 
important thing is that the exhibition itself 
creates an oppressive vibe that awful 
things have taken place. Bringing such 
playfulness and frivolity into the picture 
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leaving it as just another occurrence. By 
the time we get to the game, the story 
is ending and we are beginning to look 
back. This is just one example of it. The 
exhibition paints a strong picture for both 
sides of the story, and also depicts the 
story of the civilians. In that sense, this 
kind of a game in the epilogue is linked to 
the story of the civilians. The stories of 
civilians on both the Red and the White 
side intertwine here. The game fits the 
ending of the exhibition in this interesting 
way rather well.”
towards the end of the exhibition, at the 
epilogue, almost feels a bit macabre. How 
can we, and how have they been able to, 
deal with the subject at the end of the 
year in this manner? This is usually the 
strongest reaction we get from the game. 
I probably emphasise it myself in some 
ways while giving guided tours, putting it 
out there that on Christmas 1918 people 
could play something like this. One can 
paint the image that the game would be 
revealed unwrapping Christmas presents 
and everyone would play it together. 
However, we do not actually know who 
played it and how.
 
A game such as this would have required 
wealth at a time when people could barely 
afford food. It might have been a middle 
class or upper class pastime, and the 
middle class of the time can be thought of 
as the bourgeoisie. We should also keep 
in mind that it is, of course, not clear cut 
that all the representatives of the Reds 
were poor. We can only make assumptions 
and, therefore, these things are usually 
communicated to the audience through 
the exhibition texts, which sum up our 
perspective and what we’re trying to say. 
The introduction text for this game is very 
short and laconic. No tools exist to explain 
it further, so we have not even attempted 
to do so. We simply have not been able to 
find out more about it.
 
The Tampere 1918 exhibition will tell 
you what happened in Tampere in 1918. 
In effect, this too is told from the point 
of view of people, and what happened to 
some of them. As said earlier, the game is 
on the epilogue side of the dramatic arc, 
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According to current knowledge,  various 
b a t - a n d - b a l l  g a m e s  p l a y e d  o n  t h e 
terr i tory  o f  what  we  now ca l l  F in land 
date back to the 17th and 18th centuries. 
In f luences  f rom Germany ,  Sweden and 
Russ ia ,  among others ,  fused  into  ‘k ing 
b a l l ’  i n  t h e  l a t e  1 8 0 0 s .  L a u r i  “ Ta h k o ” 
P i h k a l a  a d d e d  s o m e  e x t r a  s p i c e  f r o m 
US basebal l ,  wh ich  resul ted  in  a  game 
called ‘ long ball . ’
 
T h r o u g h  v a r i o u s  e x p e r i m e n t s  a n d 
c h a n g e s  t o  t h e  f i e l d ,  l o n g  b a l l 
d e v e l o p e d  i n t o  t h e  F i n n i s h  n a t i o n a l 
s p o r t ,  t h e  m o d e r n  d a y  p e s ä p a l l o 
( ‘ F i n n i s h  b a s e b a l l ’ ) .  T h e  f i r s t  o f f i c i a l 
m a t c h e s  w e r e  p l a y e d  i n  1 9 2 2 ,  a n d  t h e 
f i rst  F innish championship was won by 
H e l s i n g i n  P a l l o n ly ö j ä t  ( ‘ t h e  H e l s i n k i 
Ball-batters’) .
 
The development of  pesäpallo  was t ied to 
the spir it  and events of  i ts  t ime.  Between 
t h e  w a r s ,  t h e  s p o r t  w a s  f a v o u r e d  b y 
t h e  C i v i l  G u a r d ,  a s  i t  w a s  t h o u g h t  t o 
d e v e l o p  t h e  s k i l l s  n e e d e d  i n  w a r t i m e . 
S ince then ,  the rules of  the sport  have 
been  modi f ied  on  severa l  occas ions  in 
o r d e r  t o  m a k e  i t  m o r e  i n t e r e s t i n g  f o r 
the contemporary audience.
Pesäpallo
 
T Y P E
Sport
D E V E L O P E R
Lauri “Tahko” Pihkala
 
Pesäpallo
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Fami l iar  to  a l l  F inns  f rom the  corners 
of  restaurants  and petrol  stat ion bars , 
P a j a t s o  ( ‘ P a y a z z o ’ )  i s  a n  i m p o r t a n t 
piece of the nat ional  game history.  The 
f i r s t  o f  t h e s e  t y p e s  o f  s l o t - m a c h i n e s 
arr ived in Finland in the 1920s,  brought 
from Germany by pr ivate  bus inessmen. 
D o m e s t i c  p r o d u c t i o n  o f  p a y a z z o 
machines started in 1931 by Automaatt i 
Teoll isuus Oy.
 
In 1937,  the Finnish parl iament decreed 
t h a t  t h e  m a i n t e n a n c e  o f  t h e s e  s l o t -
m a c h i n e s  s h o u l d  o n ly  b e  a l l o w e d  f o r 
a n  a s s o c i a t i o n  f o u n d e d  f o r  t h i s  e x a c t 
p u r p o s e .  T h u s ,  p a y a z z o  m a c h i n e s 
p r e v i o u s ly  o w n e d  b y  e n t r e p r e n e u r s 
were transferred under the management 
of  the  Slot  Machine  Assoc iat ion  (RAY) , 
f o u n d e d  i n  1 9 3 8 .  R AY  a l s o  b e g a n  t h e 
p r o d u c t i o n  o f  t h e i r  o w n  p a y a z z o 
machines the same year.
 
P e r h a p s  t h e  m o s t  c l a s s i c  o f  t h e s e 
machines was the 50 penny payazzo of 
1966 ,  wh ich  s tayed  in  use  up  unt i l  the 
e a r ly  1 9 9 0 s .  T h e  t a l e  o f  t h e  p a y a z z o 
c a m e  t o  i t s  e n d  i n  M a r c h  2 0 1 5 ,  w h e n 
i t  w a s  r e p o r t e d  t h a t  t h e  m a c h i n e s 
would  be  d iscont inued .  The  las t  co ins 
were  fed  to  s lots  on  RAY  premises  on 
1 1  M a r c h  2 0 1 5 .  T h e  p a y a z z o  m a c h i n e s 
managed to produce a total  of  over one 
a n d  a  h a l f  b i l l i o n  e u r o s  f o r  R AY  o v e r 
the  years .  S ince  the i r  d iscont inuat ion , 
v a r i o u s  m o b i l e  a n d  o n l i n e  v e r s i o n s  o f 
the payazzo games have been publ ished 
in Finland.
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Tr a n s l a t e d  i n t o  s i x t e e n  l a n g u a g e s , 
Afr ikan  täht i  ( ‘The  Star  of  Afr ica ’ )  i s  a 
classic of  Finnish board games and has 
sold  over  four  mi l l ion copies .  Th is  a l l -
t ime favour i te  of  F inn ish  board  games 
w a s  o r i g i n a l ly  i n s p i r e d  b y  H u m p h r e y 
Bogart movies and place names found on 
the map of Afr ica.  The name of the game 
itself  came to Mannerla after the South 
Afr ican discovery of the world’s  largest 
d iamond,  whose largest  pol ished p iece 
is  known as the Great Star of  Afr ica.
 
In  1985,  Amersoft  released a Commodore 
64 version of the game,  with Mannerla ’s 
c o n s e n t .  O t h e r  p u b l i c a t i o n s  i n c l u d e  a 
card game version designed by Mannerla 
h i m s e l f ,  a s  w e l l  a s  a d a p t a t i o n s  f o r 
Android and iOS.  In  2014 ,  an expansion 
ca l led  Retk ikunnat  ( ‘Exped i t ions ’ )  was 
p u b l i s h e d .  M a n n e r l a ,  w h o  m a d e  h i s 
actual  career  in  advert is ing ,  developed 
other games as well ,  including a variety 
of  sol i ta ires and the board game Inkan 
aarre  ( ‘The Treasure of the Inca ’ )  which 
takes place in South America.
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The h istory of  d ig i tal  games in  F inland 
dates back to the 1950s,  when engineer 
H a n s  A n d e r s ,  a s  a  m e m b e r  o f  a  g r o u p 
w o r k i n g  t o  d e s i g n  t h e  f i r s t  F i n n i s h 
computer  ESKO,  came up with  the idea 
of construct ing a gaming machine.
 
In Nim,  players take turns to remove any 
number of st icks placed in sets of  rows, 
and  whoever  gets  the  last  s t ick  loses . 
Due to  i ts  s impl ic i ty ,  N im was su i table 
f o r  e x e c u t i o n  o n  t h e  t e c h n o l o g i e s 
c h a r a c t e r i s t i c  o f  i t s  t i m e :  r e l a y s  a n d 
d i o d e s .  S i m i l a r  m a c h i n e s  h a d  a l r e a d y 
been  bu i l t  ear l ier  in  the  Un i ted  States 
and England,  among other places.
 
The  Mathemat ics  Commit tee  gave  Nim 
t o  t h e  h e a d  o f  t h e  c o m m i t t e e ,  R o l f 
Nevan l inna ,  i n  ce lebrat ion  of  h i s  60th 
b i r t h d a y .  T h e  g a m e  d i d  n o t  s e e  m u c h 
u s e  a n d  w a s  l e f t  t o  g a t h e r  d u s t  i n 
N e v a n l i n n a ’ s  p o s s e s s i o n ,  u n l i k e ,  f o r 
example ,  the Norwegian NUSSE.  NUSSE 
piqued the interest of  audiences when it 
played the Nim game against the publ ic 
on  “ the  wor ld ’s  f i rs t  data  days”  in  the 
spring of 1954.
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T h e  p o p u l a r  F i n n i s h  c h i l d r e n ’ s  b o a r d 
g a m e  K i m b l e  i s  b a s e d  o n  a  l i c e n c e 
o f  Tr o u b l e ,  d e v e l o p e d  i n  t h e  e a r ly 
1 9 6 0 s  b y  t h e  U S  K o h n e r  b r o t h e r s  a n d 
A l  S t u b b m a n n .  T h e  H e l j a k k a  f a m i ly 
r e c e i v e d  Tr o u b l e  a s  a  g i f t  f r o m  t h e i r 
Amer ican  re la t ives ,  and  in  1967  Aarne 
Hel jakka appl ied for  an off ic ia l  l icence 
to publ ish the game in Finland.  Hel jakka 
picked the name for the game from the 
protagonist  of  the 1960s TV ser ies The 
Fugit ive ,  R ichard Kimble.
 
Games l ike Trouble  and Kimble  have been 
played under different names al l  around 
the world ,  and the bas ic  pr inc iples  are 
b a s e d  o n  t h e  n a t i o n a l  g a m e  o f  I n d i a , 
Pachisi .  Kimble’s  specialty is  the pop-o-
matic mechanism: the die is  enclosed in 
a dome in the middle of  the game board, 
a n d  p r e s s i n g  o n  t h e  d o m e  c a u s e s  t h e 
d ie  to  rol l ,  accompanied with a  snappy 
popping sound.
 
W i t h i n  t h e  p o p - o - m a t i c  r e s i d e s  a l s o 
perhaps the most controversial  feature 
of the game: the rolls  performed under 
the dome are not in fact truly random. In 
2014,  F innish stat ist ic ian Tuomas Kukko 
r e s e a r c h e d  t h e  m a t t e r  a n d  f o u n d  t h e 
d ice  would  end up  on  i ts  oppos i te  end 
more often than it  should if  i t  rol led in 
an absolutely random manner.
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The f i rst  commercia l  F innish computer 
game according to current understanding 
i s  C h e s m a c ,  p r o g r a m m e d  b y  R a i m o 
Suonio.  I t  is  a  chess game programmed 
for the Telmac 1800 microcomputer.
 
I n i t i a l ly  t h e  p r o g r a m m i n g  o f  C h e s m a c 
was an exper imental  hobby for  Suonio , 
but his  act iv it ies took a commercial  turn 
as Suonio landed a job in Finland’s f irst 
c o m p u t e r  s t o r e ,  To p d a t a .  T h e  g a m e , 
publ ished on a C-cassette tape,  was sold 
t h r o u g h  To p d a t a  a t  a  p r i c e  o f  F I M  6 8 
(Finnish markka,  the currency of Finland 
up unt i l  2002) ,  and sold  a  total  of  104 
copies.
 
P r o g r a m m e d  i n  Te l m a c ’ s  o w n  C H I P -
8  l a n g u a g e  a n d  p a r t l y  d i r e c t l y  i n 
hexadecimal machine language,  the game 
was a  respectable feat  consider ing the 
computing power and memory capacity 
of  the Telmac.  I t  is  also noteworthy that 
Suonio publ ished separate instruct ions 
o n  h o w  t o  s a v e  t h e  g a m e ’ s  c u r r e n t 
s i tuat ion  for  later  use  in  Prosessor i ,  a 
p r o f e s s i o n a l  e l e c t r o n i c s  m a g a z i n e  o f 
t h e  t i m e .  T h i s  c a m e  i n  h a n d y ,  a s  t h e 
game really took its  t ime contemplat ing 
the next move;  on the most challenging 
level ,  this  could take up to an hour per 
move.
Chesmac
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Ä s s ä ,  t h e  m o s t  p o p u l a r  a n d  l o n g e s t 
r u n n i n g  s c r a t c h c a r d  i n  F i n l a n d ,  i s 
a n  i n t e g r a l  p a r t  o f  F i n n i s h  e v e r y d a y 
g a m i n g .  T h e  s c r a t c h c a r d ,  n o w  h a v i n g 
reached over 35 years of  age,  was f irst 
introduced in 1981.  Back then,  the price 
f o r  o n e  w a s  F I M  1 0  a n d  t h e  j a c k p o t  a 
whopping FIM 666,666.
T h e  b e g i n n i n g s  o f  Ä s s ä  w e r e  m o t t l e d 
with issues with the print ing technology, 
w h i c h  i s  w h y  t h e  p r o d u c t i o n  w a s 
transferred from the print ing press of the 
Bank of Finland to England.  The modern 
Ä s s ä  i s  p r i n t e d  i n  s e c u r i t y  p r i n t i n g 
presses  spec ia l i sed  in  scratchcards  in 
C a n a d a  a n d  E n g l a n d .  A f t e r  i t s  l a u n c h , 
Ä s s ä  g a i n e d  r a p i d  p o p u l a r i t y ,  a n d 
already in 1982 it  produced 9.5 per cent 
of  the total  sales for Veikkaus.
 
V e i k k a u s  s c r a t c h c a r d s  h a v e  b e c o m e 
a v a i l a b l e  a s  o n l i n e  v e r s i o n s  s i n c e 
2006 .  The  range  inc ludes  a  number  of 
scratchcards based on different themes, 
al l  the way from sauna to ice hockey.
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P a i n t e r b o y  i s  a  p r o m o t i o n a l  g a m e 
c o m m i s s i o n e d  b y  t h e  m a j o r  p a i n t  a n d 
lacquer manufacturer Tikkuri la in 1986. 
T h e  g a m e  f e a t u r e s  t h e  a d v e n t u r e s  o f 
Mestar i  and Poika  ( ‘Master ’  and ‘Son ’ ) , 
w h o  w e r e  t h e  s t a r s  o f  t h e  c o m p a n y ’ s 
1 9 8 0 s  t e l e v i s i o n  c o m m e r c i a l s  a n d 
var ious  events .  According to  T ikkur i la , 
t h i s  i s  t h e  f i r s t  p r o m o t i o n a l  g a m e 
produced for computers in Finland.
 
P a i n t e r b o y  w a s  d i s t r i b u t e d  o n  b o t h 
cassette  and d iskette ,  and the purpose 
of  the  game is  to  perform a  var iety  of 
contract  pa int ing  works  in  accordance 
with the customers’  wishes.  The player 
must  select  the suitable paint  for  each 
situat ion,  steer clear of  accidents on the 
way to the s ite and f inal ly  successful ly 
paint  while avoiding obstacles.
 
T h e  t e c h n i c a l  a s p e c t s  o f  P a i n t e r b o y 
were quite insightful ;  managing to f i t  an 
ent ire  v i l lage and d ig it ised audio cl ips , 
a m o n g  o t h e r  t h i n g s ,  t o  C o m m o d o r e 
6 4 ’ s  m e m o r y  c a l l e d  f o r  e x t r a o r d i n a r y 
c r e a t i v i t y .  B a c k  i n  i t s  d a y ,  o n ly  a  f e w 
h u n d r e d  c o p i e s  o f  P a i n t e r b o y  w e r e 
p r o d u c e d ,  a n d  i t  h a s  s i n c e  b e c o m e  a 
collector ’s  i tem.
Painterboy
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S a n x i o n ,  d e v e l o p e d  b y  t h e  l e g e n d a r y 
programmer Stavros Fasoulas ,  is  known 
a s  t h e  f i r s t  F i n n i s h  c o m p u t e r  g a m e 
intended for  internat ional  d istr ibut ion . 
I t  i s  a  s i d e - s c r o l l i n g  s p a c e  s h o o t e r 
game,  which is  remembered part icularly 
for  the  mus ic  t racks  produced  for  the 
g a m e  b y  R o b  H u b b a r d .  O n e  o f  t h e s e , 
played in the background of the game’s 
t i t le  screen ,  i s  an  adaptat ion  of  Dance 
o f  t h e  K n i g h t s ,  a  p i e c e  f r o m  S e r g e i 
Prokof iev ’s  Romeo and Jul iet  bal let .  In 
fact ,  Sanxion  went on to win the Golden 
Joyst ick Award for the Best Soundtrack 
of the Year in 1986.
 
L i k e  o t h e r  g a m e s  o f  i t s  t i m e ,  S a n x i o n 
i s  v e r y  d i f f i c u l t  a n d  f a s t - p a c e d ,  a n d 
defeat ing the game requires systematic 
l e a r n i n g  o f  s e v e r a l  s e c t i o n s  a n d 
s i tuat ions .  Interest ingly ,  the  screen  of 
t h e  g a m e  i s  a l s o  s p l i t  i n t o  t w o  p a r t s . 
T h e  u p p e r  d i s p l a y s  t h e  p l a y e r ’ s  s h i p 
from a b ird ’s  eye v iew whi le  the lower 
and larger screen displays events from 
s ide v iew.  Sanxion  received reasonably 
pos it ive  rev iews back in  i ts  day ,  and i t 
even cl imbed to the top posit ion on the 
Brit ish sales charts for a while .
Sanxion
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The F inn ish  people ’s  favour i te  comedy 
f i lm character  of  the 1970s and 1980s , 
U u n o  Tu r h a p u r o ,  h a d  t h e  h o n o u r  o f 
p l a y i n g  t h e  m a i n  r o l e  o n  t h e  f i r s t 
F i n n i s h  l i c e n s e d  g a m e .  B o r r o w i n g  i t s 
theme from the  f i lm of  the  same t i t le , 
Uuno Turhapuro muuttaa maalle  ( ‘Uuno 
Tu r h a p u r o  m o v e s  t o  t h e  c o u n t r y ’ )  i s 
remembered  in  part icu lar  for  the  h igh 
l e v e l  o f  d i f f i c u l t y .  G a m e  d e v e l o p e r 
Pasi  Hytönen himself  has admitted that 
t h e  l e v e l  o f  d i f f i c u l t y  w a s  “ p e r h a p s 
e x a g g e r a t e d  a  l i t t l e  b i t . ”  M e c h a n i c s 
wise,  Uuno Turhapuro muuttaa maalle  is 
s imple:  the player controls Uuno across 
three s ide-scrol l ing levels  whi le  try ing 
to dodge incoming obstacles.
 
Back  in  i t s  day ,  the  game so ld  around 
2 , 0 0 0  c o p i e s ,  o f  w h i c h  l e s s  t h a n  a 
h u n d r e d  w e r e  f l o p p y  d i s k  v e r s i o n s . 
D e s p i t e  t h e  r e a s o n a b l e  v o l u m e  o f 
sales ,  the game has s ince become quite 
t h e  c o l l e c t o r ’ s  i t e m  w i t h i n  t h e  g a m e 
e n t h u s i a s t  c o m m u n i t y ,  a n d  e v e n  t h e 
m o r e  c o m m o n  c a s s e t t e  v e r s i o n  a l o n g 
w i t h  i t s  s u p p l e m e n t a r y  m a t e r i a l  h a s 
fetched a price of  up to 500 euros in an 
onl ine auction.
Uuno 
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Designed by Risto “Nordic”  Hieta ,  Miekka 
j a  M a g i a  ( ‘ S w o r d  a n d  S o r c e r y ’ )  i s  t h e 
f i r s t  c o m m e r c i a l ly  p u b l i s h e d  F i n n i s h 
l a n g u a g e  r o l e - p l a y i n g  g a m e ,  a n d  t h u s 
a n  i m p o r t a n t  m i l e s t o n e  i n  t h e  h i s t o r y 
o f  F i n n i s h  g a m e s .  T h e  r u l e s  o f  t h e 
game are based on Hieta’s  earl ier  role-
play ing game Acirema .  Whi le  the  ru les 
are  s imi lar  to  the popular  role-play ing 
game Dungeons &  Dragons ,  H ieta ’s  are 
in many ways s impler .
 
A t  i t s  h e a r t ,  M i e k k a  j a  M a g i a  i s  q u i t e 
straightforward in i ts  f ight ing mechanics 
a n d  u s e  o f  s p e l l s ,  a n d  u n l i k e  m o r e 
recent  ro le-p lay ing  games ,  i t  conta ins 
very l i tt le social  interact ion.
 
Hieta originally created Miekka ja Magia 
as there were no Finnish language role-
p l a y i n g  g a m e s  a v a i l a b l e  a t  t h e  t i m e . 
T h e  g a m e  i s  a  r a t h e r  t y p i c a l  s m a l l 
p u b l i c a t i o n  o f  i t s  t i m e ,  a n d  i t  s o l d  a 
few hundred copies.  As the f irst  Finnish 
l a n g u a g e  t r a n s l a t i o n s  o f  r o l e - p l a y i n g 
g a m e s  ( e . g .  D u n g e o n s  &  D r a g o n s , 
RuneQuest)  entered the market ,  Miekka 
j a  M a g i a  w a s  d e s t i n e d  t o  f a d e  i n t o  a 
fair ly  marginal  product .
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Like his contemporary Stavros Fasoulas , 
Jukka Tapanimäki  was among the most 
famous Finnish game developers in  the 
1 9 8 0 s .  D u r i n g  h i s  r a t h e r  s h o r t - l i v e d 
career ,  Tapanimäki  managed to produce 
four commercial ly  publ ished games,  al l 
or ig inal ly  designed for  the Commodore 
6 4 .  N e t h e r w o r l d  w a s  t h e  s e c o n d  i n 
order.
 
I n  N e t h e r w o r l d ,  Ta p a n i m ä k i  c o m b i n e d 
e l e m e n t s  f r o m  p r o b l e m - s o lv i n g  a n d 
s p a c e  s h o o t e r s .  T h e  p l a y e r  m u s t 
navigate their  ship through imaginat ive 
levels  whi le  col lect ing d iamonds.  Back 
in  i ts  day ,  Netherworld  received praise 
not only for i ts  dist inct ive idea,  but also 
f o r  i t s  i m p l e m e n t a t i o n .  T h e  c o n t r o l s 
of  the  game are  prec ise ,  and  a l though 
the  leve l  o f  d i f f i cu l ty  i s  fa i r ly  h igh ,  i t 
i s  ba lanced in  such a  way that  i t  fee ls 
rewarding to play.
 
Netherworld  is  also remembered for the 
m u s i c  t r a c k  b y  J o r i  O l k k o n e n ,  a s  w e l l 
as i ts  cover art ,  onto which the game’s 
publ isher  Hewson p laced Tapan imäki ’s 
face  unbeknownst  to  Tapan imäk i  h im -
s e l f .  Ta p a n i m ä k i  w a s  g r e a t ly  s h o c k e d 
t o  f i n a l ly  d i s c o v e r  t h i s  a t  t h e  p r e s s 
conference held for the game in London.
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Various guessing games are an integral 
part  of  the long history of  recreational 
a n d  p a r t y  g a m e s .  A  p r i m e  e x a m p l e 
o f  t h e s e ,  A l i a s ,  d e v e l o p e d  b y  M i k k o 
K o i v u s a l o ,  f i r s t  s p r e a d  i n t o  F i n n i s h 
homes in the 1990s.  Knowledge of tr iv ia 
is  not  real ly  required to play Al ias ,  but 
verbal  dexter ity  and social  intel l igence 
def initely come in handy.  I t  has become 
one of the most popular board games in 
Finland.
 
T h e  n a m e  A l i a s  c o m e s  f r o m  t h e  L a t i n 
w o r d  a l i a s ,  m e a n i n g  “ a l s o  k n o w n  a s . ” 
The a im of  the game is  for  the players 
to expla in  words on the game cards to 
members of their  team. For each correct 
g u e s s  m a d e  w i t h i n  t h e  t i m e  l i m i t ,  t h e 
team gets to move their  game piece one 
step closer to the goal .
 
N u m e r o u s  a n d  v a r i o u s  v e r s i o n s  o f 
Alias  have been made s ince i ts  or ig inal 
publ icat ion  –  a  Sami  language Al ias  to 
name one example.  The manufacture of 
the game st i l l  cont inues by Nelostuote 
Oy (now called Tactic Games Oy) at  their 
factory in Pori .
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Opened  in  1990 ,  BatMUD  i s  one  of  the 
l a r g e s t  t e x t - b a s e d  o n l i n e  g a m e s  e v e r 
made.  At the same t ime,  i t  is  also one of 
the f irst  and the oldest representat ives 
of  the genre st i l l  in  operat ion.  BatMUD 
der ives  i ts  name from the  f i rs t  server 
the game was hosted on (batman.cs.hut .
f i )  combined with the words Mult i  User 
D u n g e o n .  T h e s e  t y p e s  o f  M U D s  w e r e 
p r e c u r s o r s  t o  t h e  m o d e r n  m a s s i v e ly 
mult iplayer onl ine role-playing games.
 
BatMUD  is  a  mult iplayer fantasy adven-
t u r e ,  o f f e r i n g  n u m e r o u s  p o s s i b i l i t i e s 
a n d  f r e e d o m  o f  c h o i c e .  F o r  i n s t a n c e , 
t h e  g a m e  i n c l u d e s  4 4  d i f f e r e n t  r a c e s , 
exper ience levels  up to  a  hundred ,  de-
tai led spell-cast ing and battle systems, 
t r a d i n g  b e t w e e n  p l a y e r s  a s  w e l l  a s  a 
l a r g e  a n d  o p e n  w o r l d  w i t h  m o u n t a i n s 
a n d  o c e a n s .  T h e  g a m e  i s  p l a y e d  b y 
typing commands such as “travel  south,” 
a n d  t h e  g a m e  r e s p o n d s  w i t h  d e t a i l e d 
explanat ions  of  what  fol lows from the 
player ’s  act ions.
 
H a v i n g  r e s p e c t a b ly  s u r v i v e d  f o r  o v e r 
a  q u a r t e r  o f  a  c e n t u r y ,  B a t M U D  s t i l l 
c o n t i n u e s  t o  b e  u p d a t e d  a n d  h o s t s 
thousands of act ive players.
BatMUD
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C o l o r i s  i s  a  p u z z l e  g a m e  s i m i l a r  t o 
Tetr is ,  and did not achieve much success 
b a c k  i n  t h e  d a y .  T h e  g a m e  w a s  n e v e r 
exported outside of Finland due to fear 
of  legal  issues ,  as  Sega had released a 
v e r y  s i m i l a r  g a m e  c a l l e d  C o l u m n s  n o t 
long before Coloris .
 
L ike Tetris ,  Coloris  also features various 
types of blocks fal l ing into a shaft ,  which 
the player aims to keep clear for as long 
as possible .  However ,  unl ike Tetris ,  the 
blocks in  Color is  are  uniform in  shape , 
and consist  of  three parts ,  the colours 
o f  w h i c h  t h e  p l a y e r  c a n  a l t e r n a t e .  A s 
three  of  the  same co lour  are  s tacked , 
the blocks disappear from the screen.
 
C o l o r i s  g a r n e r e d  p o s i t i v e  a t t e n t i o n  i n 
hobby magazines,  and Jukka Tapanimäki , 
a  wel l -known game developer  h imself , 
g a v e  i t  t o p  m a r k s  i n  h i s  r e v i e w  f o r 
M i k r o b i t t i  ( a  F i n n i s h  c o m p u t e r  m a g a -
zine) ,  for example.
Coloris
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L o h i k ä ä r m e p u u  ( ‘ T h e  D r a g o n  Tr e e ’ ) , 
a i r e d  o n  t h e  y o u n g - a d u l t  o r i e n t e d 
nat ional  radio channel  Radiomafia (YleX 
s i n c e  2 0 0 3 )  a t  t h e  b e g i n n i n g  o f  t h e 
1990s ,  is  a  un ique part  of  both F inn ish 
game and radio history.
 
Lohikäärmepuu  was an adventure role-
p l a y i n g  g a m e  b r o a d c a s t  o n  t h e  r a d i o , 
to  which l isteners  could part ic ipate  by 
cal l ing in  on the l ive show.  The show’s 
hosts doubled as story tel lers and game 
masters.  The role of  the callers was to 
t ry  and  advance  the  s tory  by  th ink ing 
creat ively  as  they encountered var ious 
puzzl ing s ituat ions in the game.
 
S c r i p t i n g  t h e  s h o w  w a s  d o n e  b y  t h e 
creators  of  Lohikäärmepuu  drawing up 
v a r i o u s  m a p s  o f  t h e  a d v e n t u r e s .  L i v e 
t ransmiss ions  and  unexpected  cho ices 
m a d e  b y  t h e  p l a y e r s  c a u s e d  c o n s t a n t 
f luctuations in the game and set various 
cha l lenges  for  the  hosts .  A  large  part 
o f  t h e  g a m e ’ s  p o p u l a r i t y  w a s  i n d e e d 
o w e d  t o  t h e  r e a l - t i m e  i n s i g h t s  a n d 
improvisat ional  ski l ls  of  the hosts ,  Andy 
Pi lke and Jar i  Pauna.
Lohikäärmepuu
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P e r s p e c t i v e :  A n d y  P i l k e
Andy Pilke reminisces 
about the era of 
one unique radio 
show and a staple of 
Finnish game history, 
the role-playing 
game Lohikäärmepuu.
 
“I’ve been working in radio as a journalist, 
but moved on to online and new media 
business – as it was called back in the 
day – as early as the 1990s. I created 
content, multimedia implementations 
and web pages and, during the first half 
of the 2000s, I taught these things in 
technical colleges and universities of 
applied sciences. At the moment, I make 
a variety of online training solutions from 
videos and interactive implementations to 
varied mobile content. I started working 
in radio in the early 1990s. I worked as a 
quiz writer, music programme editor and 
interviewer for the Finnish radio station 
Radiomafia. Later on, I worked on an 
evening programme called Kaapparilaiva 
(‘Privateer’) at a local radio station, among 
other things. The programme involved a 
game similar to Ariadne’s thread, where 
people had to guess what really happened 
after hearing the story that aired.
 
Lohikäärmepuu (‘The Dragon Tree’) was 
a role-playing game played on the radio. 
I had dabbled in some classic role playing 
before, and pondered whether it could 
work on radio. My initial concept was a 
pre-scripted story with all its twists and 
turns, plus some additional freeform bits. 
This, however, turned out to be too com-
plex to really work. In any case, I’d been 
thinking that I would not do this alone. I 
called up people here and there in hopes 
of finding someone with experience in be-
ing a game master and with whom to mull 
over the programme’s script. I managed 
to get a hold of Jari Pauna, who became 
the other host for the programme.
 
I believe the statute of limitations has 
passed, so I suppose it is okay to admit 
that the name Lohikäärmepuu was picked 
after a US role-playing brand Dragon Tree. 
Jari thought of the name and it just clicked 
immediately. We produced Lohikäärmepuu 
on a weekly basis on Radiomafia from 
autumn 1990 to late summer 1991, after 
which I continued solo on a version called 
Seikkailupuu (‘Adventure Tree’). It aired 
once a month on Saturday mornings.
 
The radio producer initially asked us to 
do a test transmission, a so-called dry 
run, of Lohikäärmepuu, where a previ-
ously determined caller would participate 
in the show. The run was a success, we 
gained the producer’s approval and the 
programme was slated to be aired. The 
first transmission was unnerving and it 
seemed at first that no one would call. 
Re-listening to that first broadcast af-
terwards, it does sound a little uncertain. 
Our confidence grew as soon as people 
started calling in, and the show eventually 
took off really well.
 
We always broadcast live; the story was 
never recorded beforehand. The story that 
initiated the programme was usually quite 
short. It roughly outlined the genre and 
the situation of the protagonist, whether 
it would be set in a Middle Age fantasy, a 
Tolkien style story, somewhere in the Wild 
West in the 1800s or a spacecraft. The 
current situation, characteristics and age 
of the protagonist were also disclosed. We 
take pride in the fact that even if we’d say, 
for example, “a young warrior,” this was 
by no means gender-focused. There were 
a handful of courageous girls or women 
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who called in to participate. In these cases, 
the protagonist would then turn out to be 
female. In general, the characters could 
be of either sex, this made no difference. 
We alternated between taking in the first 
caller before reading the initial story and 
reading the story first before waiting for 
calls to come in.
 
It must be emphasised that this was the 
beginning of the 1990s, everything was 
mechanical, landline phones were used 
for calls and so on. We usually only saw 
some lights flashing, which indicated 
there were callers on the lines. Then we’d 
press a switch to pick a caller. Later on, 
we moved to another studio and a sound 
engineer came along who would then take 
the calls. This engineer was able to do a 
little pre-check on the next caller, ena-
bling us to greet them by name and so on.
 
U s u a l ly  t h e  a m b i e n t  s o u n d s  f o r 
Lohikäärmepuu were played from cas-
sette tapes. They ran on an endless sound 
loop, which I had compiled. If a special 
effect was required, we’d run that single 
sound separately. The cassette was placed 
in the slot beforehand and played from 
there. On the table, we had a massive pile 
of these cassettes, which we then played 
alternately. It was a kind of guessing 
game for us to divine what the player 
would do next – will they shoot or make 
a run for it. Then, we’d quickly replace the 
cassette and adjust the story around this; 
“well your weapon is jammed and didn’t 
fire yet, oh, now it fired, but the bullet 
strayed and hit a wall.” The technological 
constraints, therefore, contributed to the 
kind of story we were telling. I also made 
some of these sound effects on synths, 
by my own voice, or by other means. For 
example, the sounds of someone dying 
were usually my own rattles and wheezes.
 
Being a call-in radio show meant that 
the mechanics of Lohikäärmepuu were 
quite different from regular tabletop 
role-playing games. The why and how 
things which affect each other in tabletop 
games are usually regulated. They use 
dice or similar to measure the success of 
actions and the game master tells what 
will happen based on the numbers. We did 
not use dice to decide our storytelling, but 
might roll bone dice on a stone table for 
special effects.
 
We would normally create a map, or an 
approximate floor plan, of the game’s 
events in advance. I usually had such a 
strong vision for a particular story that 
we were able to empathise with different 
situations quite spontaneously. Sometimes 
we would intentionally plant honeypot 
traps to corner the players, but I will 
never admit to trying to cause anyone to 
fail. However, if other players were trying 
to, say, crush some orcs, and one player 
would say, “I’ll run away,” we might say, 
“You cannot run away, you will die.”  Then 
they’d be on the line for maybe two sec-
onds. We could afford to do this because 
we had so many people calling in.
 
Sometimes we’d have to cut corners and 
leave out previously planned steps in 
order to advance the story far enough 
over the course of the transmission. I 
don’t think there was ever a time when 
we would have reached a certain point too 
quickly. We were always able to drag it out 
and come up with more relatively credible 
stuff. Of course people are different, so 
we just had to try and guide the players 
on a case by case basis.
 
We got next to no prank calls, which was 
pretty amazing. On some of the very first 
shows we’d have stuff like a young kid 
calling in, getting through, and saying 
“crap” in a hushed voice. There was also 
an older man, who participated in more or 
less all of the phone-in and song request 
shows on the radio. You could almost 
hear him sitting in his rocking chair and 
being completely confused about our 
whole concept. That was alright, though, 
as he seemed like a really likable guy. 
Nonetheless, we had to move on pretty 
quickly and think of something nasty that 
would happen to that character, maybe 
that he acted too slowly and thus got his 
head chopped off.
Working together with the callers was re-
ally nice. Afterwards, I’ve heard that there 
were a lot of people who did not take part 
in the game themselves, but listened to 
the broadcast or recorded it on a cassette 
to discuss the show with friends the next 
day. We also got quite a lot of varied fan 
mail. Some had drawn cool stuff, really 
put some thought and effort into it. The 
whole thing had a real communal feel 
to it. After a year of doing the show, the 
producer and the channel decided that 
the show would be cancelled, and there 
was a huge outcry from people saying it 
was the best show ever and “I will never 
listen to Radiomafia again.”
 
Although the early 1990s was rather 
experimental in terms of interactive sto-
rytelling, I don’t know of anything quite 
like Lohikäärmepuu. It really did receive 
high praise in the world of radio. When 
executives from European national broad-
casters were visiting, the station’s then 
chief introduced them to our show. It was 
pretty awesome to sit there in the studio 
while the execs applauded and cheered for 
us. Our producer said he’d heard of some 
European guy who was doing a show in 
the same vein. It wasn’t fantasy, but had 
various everyday situations. For example, 
a person would have to go to the kiosk, 
but had lost their wallet. Our producer 
told me that the host of this show was 
very skilled in manipulating people and got 
them to cry or lose their temper. People 
really had to struggle in those situations, 
and it was pretty harsh, but that was the 
idea of it. Our producer then thought that 
we, too, should be more like that. Sure, we 
killed everyone, but we should have been 
more ruthless, to wring more emotional 
reactions from our callers.
 
I feel that at its best Lohikäärmepuu was 
an experiment based on the tradition of 
storytelling, combined with role-playing. 
Although it was in a way a product of 
its time, many have subsequently said 
they feel it’s a pity that stuff like this is 
not done anywhere anymore. A lot has 
changed in the radio business; nowadays, 
it’s either hit music only or some special 
speech programmes. In the 2010s, we did 
two remakes of Lohikäärmepuu on Radio 
Moreeni (a local radio station in Tampere). 
It was very nostalgic, and a nice experi-
ence. Of course, at first you’re thinking 
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about what it will feel like and will this 
amount to anything; but sure enough, I 
still had the touch for it. I was able to pull 
it off with a good vibe.”
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Slicks ‘n ’  Sl ide  is  one of the best-known 
Finnish shareware games.  In this  racing 
g a m e ,  p l a y e r s  c o m p e t e  e i t h e r  a g a i n s t 
the computer or each other in t iny motor 
vehicles ranging from motorcycles and 
racing cars to UFOs and tanks.
 
The top-down view of the tracks al lows 
them to be ful ly  displayed on the screen, 
and it  is  easy to get a grasp of the game. 
T h e  r e s p o n s i v e  f e e l  o f  d r i v i n g  i n  t h e 
g a m e  h a s  r e c e i v e d  p a r t i c u l a r  p r a i s e . 
Although Slicks ‘n ’  Sl ide  is  a  pure racing 
g a m e  a t  h e a r t ,  n e w e r  v e r s i o n s  o f  t h e 
game also came to include weaponry as 
well  as damage to the vehicles.
 
Whi le  Sl icks  ‘n ’  S l ide  can  be  played by 
up to four players s imultaneously on the 
same machine ,  another popular  feature 
is  the track editor ,  which accounts  for 
the longevity  of  the game’s  popular i ty . 
Thanks to  new tracks  produced by  the 
fan  community ,  there ’s  no  shortage  of 
material  to play through.
Slicks 
‘n’ Slide
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Or ig ina l ly  a  hobby  pro ject ,  Stardust  i s 
a  s p a c e  s h o o t e r ,  w h i c h  s u b s e q u e n t ly 
grew into the long-l ived Super Stardust 
franchise.  Bloodhouse and Terramarque, 
h a i l i n g  f r o m  t h e  F i n n i s h  d e m o s c e n e , 
merged in  1995  to  form Housemarque , 
w h i c h  h a s  c o n t i n u e d  t o  d e v e l o p  t h e 
f r a n c h i s e .  H o u s e m a r q u e  i s  t h e  o l d e s t 
F i n n i s h  v i d e o  g a m e  c o m p a n y  s t i l l  i n 
operat ion.
 
C o m p a r e d  t o  i t s  c o n t e m p o r a r i e s , 
S t a r d u s t  w a s  g r a p h i c a l l y  q u i t e 
impress ive  and  rece ived  pra ise  for  i t s 
g a m e p l a y .  T h e  p l a y e r  m u s t  s h o o t  a t 
astero ids  and  enemies  f loat ing  on  the 
screen while dodging them at the same 
t i m e .  C h a r a c t e r i s t i c a l ly  o f  i t s  g e n r e , 
t h e  s h i p  m a y  b e  e n h a n c e d  w i t h  m o r e 
p o w e r f u l  w e a p o n s ,  p r o t e c t i v e  s h i e l d s 
and other accessor ies to fac i l i tate th is 
task.
 
Over the years ,  a  number of sequels have 
been made to Stardust .  Of  these,  Super 
S t a r d u s t ,  p u b l i s h e d  i n  1 9 9 4 ,  r e c e i v e d 
t h e  h o n o u r  o f  b e i n g  t h e  f i r s t  F i n n i s h 
console  game along with  i ts  1995 port 
to the Amiga CD32.
Stardust
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Åkesoft  was a group formed by teenagers 
act ive in the mid-1990s,  which during its 
r e l a t i v e ly  s h o r t  l i f e  c y c l e  m a n a g e d  t o 
produce a  host  of  games and software 
app l i cat ions  wh ich  were  ma in ly  based 
on rather  quest ionable  humour .  Rather 
t h a n  g a m e p l a y  o r  g a m i n g  i t s e l f ,  t h i s 
t o n g u e - i n - c h e e k  s t y l e  w a s  a l s o  t h e 
driv ing force behind Inva-taxi  ( ‘Taxi  for 
the disabled ’ ) .  However ,  th is  cult  game 
managed to f ind its  audience,  as several 
people who spent  t ime with computers 
in the 1990s st i l l  remember it .
 
T h e  g a m e  i t s e l f  i s  r a t h e r  s i m p l e :  t h e 
p l a y e r  i s  t h e  d r i v e r  o f  a  t a x i  f o r  t h e 
disabled,  who must drive the customer to 
the requested locat ion.  The customers’ 
s p e e c h  h a s  b e e n  d e l i b e r a t e ly  m a d e 
diff icult  to understand,  and interpret ing 
these speech samples is  at  the heart  of 
the game.
 
The members of Åkesoft  never revealed 
the i r  t rue  ident i t ies ,  but  appeared  un-
d e r  p s e u d o n y m s .  S o m e  m a y  a l s o  r e -
member Åkesoft  from the quest ionable 
Bepaquest  release,  which even ended up 
in court due to harassment accusations.
Inva-taxi
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P e r s p e c t i v e :  Å k e s o f t
The members of 
Åkesoft talk of 
their teenage 
hobby of game 
making, share 
current thoughts 
on their games’ 
vulgar humour 
and explain 
why they wish 
to remain 
anonymous.
 
rudimentary games with graphics. The 
first of these was a simple construct in 
which the player swam around the pool 
as a yellow rubber ducky, dodging various 
obstacles. The duck was named Åke, and 
thus the name Åkesoft was born.
 
Our game ideas were the outputs of a 
rebellious teenage mind. Inventing vulgar 
and offensive humour is relatively easy. 
The game ideas often came as a side 
product of joking around, since we were 
a group of friends rather than a real game 
company. Our ideas were limited by our 
minimal programming skills, so we invest-
ed in what we knew best: absurd humour. 
We made games on subjects that would 
not cross the minds of anyone else, and 
parodied the more serious game and demo 
groups. Game ideas were formed both as 
a result of individual brainstorming and as 
by-products of the time spent together. 
The software and games by Åkesoft were 
jokes. We were learning to program, and 
we wanted to publish software, but we 
could not be bothered to do anything 
well. Any serious release might have felt 
wrong anyway, so we ended up taking the 
role of the jester. Åkesoft was taunting 
the seriousness and self-importance of 
the BBS world and the demoscene. We 
made fun of how each release package 
had to include certain types of files, and 
what they said; how the same patterns 
were repeated and greetings sent in intros 
and demos. Åkesoft’s own “demos” were 
mainly meant as tools of jeering for our 
demoscene enthusiast acquaintances. It 
was amusing to watch how seriously and 
with great passion some acquaintances 
and enthusiasts we met at Assembly, a 
Finnish demoparty, for example, took the 
demos. Making our own demos with our 
unique style seemed like a good way to 
rile them up.
 
One of our key ideas was to test the 
patience of people and how far we 
could push the boundaries. The game 
Sokkomato (‘Blind Worm’) was actually 
not even a game. The idea was to test 
whether we could make people believe 
it would be some kind of a game. In real-
ity, Sokkomato was twenty lines of code, 
and as you ran the application it waited 
a random amount of time between 0-5 
seconds, after which it told you that you 
had died. We only made one issue of the 
fabricated news web-zine Ilta-Panomat 
(a cheeky pun on the Finnish tabloid Ilta-
Sanomat). As for the real-time Tampere-
Rovaniemi train simulator, we meant for 
it to be experienced through the eyes of 
the passenger, but with our skills all we 
could manage was to create a map of 
Finland’s railways. We found this mishap 
much more fun than the original idea. In 
Last Animal Action Hero, the player had 
to escape their pursuers and try to get 
to “boning” in peace. This was perhaps 
the most technically advanced work by 
Åkesoft. Kehkeytyksen riemulähteet (‘The 
Gleeful Founts of Emergence ’) was a 
never-ending, epic story generator, which 
naturally had no rhyme or reason. A large 
part of the humour was vulgar and bad, 
but we also had some fun stuff. For exam-
ple, Kuolinilmoitusgeneraattori (‘Obituary 
Generator’) just gave us a laugh, and was 
not meant for bullying anyone. We kept 
our bar for releasing games very low. 
“Åkesoft was born out of a few young 
lads’ desire to cultivate strange humour 
and publish their own, deliberately quirky 
software. The group was in operation 
from the spring of 1993 until early 1996. 
The demoscene was quite lively back then, 
and far too serious in our opinion. The 
level of skill on the PC side also began to 
climb up to rather high standards for that 
time. I do not think there were groups of 
game developers quite like ours, at least 
not with a similar attitude. There were 
some individual humour games, but no 
real long-standing groups. Our group was 
pretty much outside the demo and game 
scene, and we were certainly thought of 
as quite the nuisance. Then again, that 
was exactly our aim. I believe nowadays 
this is called ‘trolling.’ Some Åkesoft 
members had contacts with other groups 
in the demoscene, but more as individuals 
rather than as Åkesoft. However, some of 
us also “represented” at industry events. 
From the start, Åkesoft worked without 
revealing the members’ identities, so 
our contacts were minimal. We still ac-
tively hung around the BBS world and the 
demoscene. In 1996, we had quite a few 
unfinished projects, but they were never 
finished as life was taking us in different 
directions, and the whole thing began to 
seem too childish.
 
Our two original founding members 
learned the basics of programming lan-
guages in the early 1990s, and made a 
variety of text-based adventure games. 
Soon, text-based games turned into 
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The culmination of our operation was 
perhaps the Assembly ‘95 4k Intro com-
petition, to which we churned out four 
works worth of garbage.
 
Games were crafted by each member 
on their own computers. Our tools of 
the trade were mainly QuickBasic, Turbo 
Pascal and Assembler. Scream Tracker 
was used for producing music. Some of 
the works were created by one person on 
their own from start to finish, and some 
were joint efforts by the whole group. 
Only about half of the games ended up 
being ever released. Ideas that were too 
complex for us to implement or a single 
programming bug we could not figure 
out could mean the project was left un-
finished. Sometimes we would all gather 
around, especially when making sounds 
for the games. Brainstorming for games 
probably took place in school during re-
cess or just hanging out together.
 
Inva-taxi (‘Taxi for the Disabled’) most 
likely turned out the way it did precisely 
due to a lack of programming skills. The 
simple displaying of graphics, playing 
sounds and controlling the game with a 
mouse was barely within our capabilities. 
If we would have had more skills, the 
game would likely have been more seri-
ous. Skill had to be replaced with rude 
humour. Moreover, with our attention 
span we could only tackle ideas that took 
a couple of nights to finish up. Back then, 
there was a popular show on the radio 
on Friday nights, hosted by this foul-
mouthed presenter Pertti Salovaara. He 
had a competition for the worst joke of 
the week, which was won by, “Stick your 
tongue out of your mouth and say, ‘What 
are we taking?’” As the listeners did the 
aforementioned, the response was a joy-
fully squealed, “The taxi for the disabled!” 
The joke was in such poor taste that it was 
repeated over and over in school during 
recess. We pretty much knew right away 
that we would have to make a game out of 
it. Inva-taxi was not, however, a malicious 
game. It was not meant to offend anyone 
and we do not recall anyone giving nega-
tive feedback. The epic starting screen 
was made by one of our members, whose 
Åkesoft name we cannot remember and 
the real name we will not disclose. The 
cutscenes were directly lifted from the 
remake of Leisure Suit Larry. We believe 
the decisive factor for the game’s success 
was a short article published in Mikrobitti 
(a Finnish computer magazine). The com-
edy in other Åkesoft software and games 
focused mostly on the nether regions, 
so they might not have humoured larger 
audiences for long. That’s possibly why 
Inva-taxi was the one to emerge instead 
of some other title.
 
As for Bepaquest, it was just another 
project for us. The tasteless and offen-
sive humour targeted many parties, but 
we were used to shooting up in every 
direction. Bepaquest was an unfortunate 
incident, and the subsequent trial was 
surely a tough process for all the parties 
involved. The legal process also contrib-
uted to the fact that our enthusiasm for 
publishing more Åkesoft works waned. 
During our time in Åkesoft, we could 
not see the games we made as tools for 
bullying in the same way we can today. 
Bepaquest was an unfortunate episode, 
a result of recklessness at a young age. 
Intellect and judgement are still quite poor 
at the age of 14.
 
We do not know how much and what 
kind of bullying exists among schoolchil-
dren and young people of today. Back in 
the day, we never thought of Åkesoft’s 
works as bullying, with the exception of 
Bepaquest. Even then, we did not fully un-
derstand the gravity of that game. Today, 
looking back to just over twenty years 
ago, we can see how we did bully various 
parties through our activities. Any form 
of bullying is unacceptable, of course, 
and no bullying should be tolerated. It is 
unacceptable.
 
The reputation of Åkesoft may not have 
been particularly positive. Secret identities 
were a part of Åkesoft and came with the 
territory. We worked anonymously from 
the beginning, and with the attitude that 
our identities would never be revealed. 
We also did not want to associate our 
names to the kinds of stories published 
back then, and neither do we want it now. 
Our everyday selves are not related to 
Åkesoft, and it would be quite a drag to 
reveal our identities now.
 
As for the post-Åkesoft time, we can 
reveal that one of us has worked as a 
programmer in international projects all 
over the world for about 15 years, and 
another has worked as a software archi-
tect and engineer in various companies as 
well as made their own product develop-
ment. A third person works in the theatre 
and music industry, both as a performer 
and on the technical side. The group of 
friends that formed around Åkesoft is a 
little scattered around, but as our activi-
ties were based on friendship in the first 
place, all the members continue to keep 
in touch on a more or less regular basis.
 
Making games inspired us to learn pro-
gramming, and delve deeper into the inner 
workings of computers. In 1995, coding 
was not yet a trendy skill to teach chil-
dren in primary schools. Our know-how 
has been easy to commercialise in the job 
market, and breaking into the industry 
without an education in IT was actually 
quite easy, thanks to the basic skills we 
learned while making games. Åkesoft 
gave us courage and taught a lesson in 
how software in general is published. 
Similarly, our graphic design skills from 
logos to fonts originated during Åkesoft, 
unintentionally of course. We can make 
use of a lot of these skills at work nowa-
days. In other ways, the influence on our 
lives has not been that considerable.
 
Due to its inappropriate humour, we can-
not really say we are proud of Inva-taxi. In 
any case, it is amusing to see how much 
attention our hobby has attracted. We 
were quite baffled and humbled to have 
our game chosen for the Finnish Museum 
of Games. It is great that a humorous 
game also gets to be included. On the 
one hand, we are rather embarrassed, but 
still you have to admit all of this makes 
you laugh, a lot. We are not laughing at 
the fact that we made a game poking fun 
at people with disabilities when we were 
young. We laugh at the fact that such an 
absurd piece of work has achieved such 
a status over the years.
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Åkesoft seems to have been an experience 
of the generation for youth at the turn of 
the 2000s, which is quite baffling. It seems 
that it is part of the popular culture of its 
time, which is now wistfully reminisced by 
men approaching their forties. In recent 
years, we’ve been quite surprised to see 
how many Finnish people of our age ac-
tually know Åkesoft. The reputation of 
Inva-taxi is living a life of its own.
 
The reputation and significance of Åkesoft 
has stretched much further in Finland 
than we ever dared to imagine. Since 
games were distributed by copying and 
downloading from BBSs, we had no clue 
of how many games were downloaded and 
played at the time. We thought Åkesoft 
was a marginal phenomenon within our 
neighbourhoods and small circles. It be-
came evident much later that the games 
had spread to the whole country, and that 
especially Inva-taxi had gained renown. 
Some were appalled, and some amused 
by this. One of us was once on an assign-
ment on the other side of the world and 
was listening to the YleX web radio during 
their workday. All of a sudden, Inva-taxi 
and Åkesoft were reminisced on the show. 
It felt bizarre that our humorous hobby 
garnered so much attention that some 
people still remember it.”
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A l i e n  I n c i d e n t  i s  t h e  f i r s t  c o m m e r c i a l 
F innish point-and-cl ick adventure game, 
a n d  c o n t i n u e s  t o  b e  o n e  o f  t h e  f e w 
Finnish representat ives of  the genre.  A 
Finnish language version of the game was 
publ ished under the name Muukalaisten 
y ö .  T h i s  w a s  r a r e  i n  t h e  s e n s e  t h a t , 
d u e  t o  t h e  r a t h e r  s m a l l  l a n g u a g e  a n d 
market  area ,  F innish-language releases 
o f  g a m e s  w e r e  f e w  a n d  f a r  b e t w e e n , 
especial ly  back in those days.
 
Alien  Incident  t ips i ts  hat to the tradit ion 
of  adventure  games ,  throwing  humour 
and  wi t ty  remarks  in to  the  mix  wi th  a 
variety of  puzzles ,  l ike i ts  predecessors. 
The making of  Al ien  Inc ident  or ig inal ly 
began back in  1992,  and i t  was in i t ia l ly 
developed under  the wing of  the  game 
c o m p a n y  B l o o d h o u s e .  T h e  d e v e l o p e r s 
also intended to create a version for the 
Commodore Amiga.  In the end,  however , 
the game was only released for the PC, 
and so  far  remains  the  only  adventure 
game developed by Housemarque.
Alien Incident/ 
Muukalaisten yö
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In  the  1990s ,  var ious  cave-f lyers  were 
p o p u l a r  a m o n g  h o m e  P C  e n t h u s i a s t s . 
Ty p i c a l l y  f o r  g a m e s  o f  t h i s  g e n r e , 
p layers  must  take  on each other  whi le 
f ly ing around in cramped caves on small , 
but heavi ly  armed ships.  Wings ,  released 
i n  1 9 9 6  f o r  t h e  M S - D O S  o p e r a t i n g 
s y s t e m ,  w a s  o n e  o f  t h e  m o s t  p o p u l a r 
representat ives of this  genre in Finland.
 
Wings  offers two different game modes, 
‘deathmatch’  and ‘ last  man standing’  as 
well  as more than thirty different types 
o f  w e a p o n s .  I n  a d d i t i o n  t o  t h e  s o l o 
mode,  up to four players can join either 
on the  same machine or  by  connect ing 
c o m p u t e r s  t o  e a c h  o t h e r  v i a  a  n u l l 
modem cable or modem.
 
O r i g i n a l ly ,  W i n g s  w a s  r e l e a s e d  a s  a 
s h a r e w a r e  g a m e ,  a n d  t h e  f i e l d  e d i t o r 
a n d  o t h e r  a d d i t i o n a l  f e a t u r e s  w e r e 
a v a i l a b l e  o n ly  i f  t h e y  w e r e  p a i d  f o r 
s e p a r a t e ly .  S i n c e  t h e n ,  t h e  g a m e  w a s 
re leased as  f reeware ,  which  increased 
its  popularity .
Wings
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Character ist ic  of  the computer  subcul-
ture of  i ts  t ime,  Eläin  akt iv ist i  ( ‘Animal 
Activist ’ )  can have a pol it ical ly  incorrect 
tone ,  but  i t  a lso  serves  as  an  example 
of  news games .  Elä in  akt iv ist i  took i ts 
inspirat ion from a widely reported con-
frontat ion in 1997,  where a fur breeder 
from Orimatt i la  opened shotgun f ire on 
t h e  A n i m a l  L i b e r a t i o n  F r o n t  a c t i v i s t s 
who had invaded his farm.
 
I n  E l ä i n  a k t i v i s t i ,  t h e  p l a y e r  c o n t r o l s 
a  f u r  b r e e d e r ,  w h o s e  f o x  f a r m  i s  t h e 
t a r g e t  o f  a n i m a l  r i g h t s  a c t i v i s t s .  T h e 
a im is  to  prevent  the  re lease  of  foxes 
b y  s h o o t i n g  t h e  a c t i v i s t s  b e f o r e  t h e y 
manage to reach the animal cages.
 
T h e  g a m e  c a n  b e  s e e n  a s  a  c o m m e n t 
o n  a  t o p i c a l ,  c o n t r o v e r s i a l  d i s c u s s i o n 
concern ing  the  inc ident ,  and  there  are 
v a r i o u s  i n t e r p r e t a t i o n s  o f  t h e  g a m e ’ s 
m e a n i n g .  D e p e n d i n g  o n  y o u r  p o i n t 
o f  v i e w ,  t h e  g a m e  c a n  b e  v i e w e d  a s  a 
response  to  the  act ions  of  the  an imal 
r i g h t s  a c t i v i s t s ,  o r  i t  c a n  b e  t h o u g h t 
t o  s u g g e s t  f u r  b r e e d e r s  a r e  r e c k l e s s 
shooters.
Eläin 
aktivisti
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T h e  f i r s t  v e r s i o n  o f  t h e  w e l l - k n o w n 
‘ s n a k e  g a m e ’  i s  p r o b a b l y  t h e  1 9 7 6 
a r c a d e  g a m e  B l o c k a d e .  A  c o u p l e  o f 
d e c a d e s  l a t e r ,  M a t o p e l i  ( S n a k e )  b y 
Tanel i  Armanto  spread from the  Nok ia 
6110 model  to  a lmost  a l l  Nokia  mobi le 
phones .  Nok ia  a lso  he ld  F inn ish  Snake 
championships in 1999 and 2000.
 
The concept of  the game is  s imple:  the 
p layer  controls  a  snake that  eats  dots 
appearing on the screen.  Eat ing the dots 
makes the snake grow in length,  and the 
game is  lost  when the snake hits e ither 
the s ides of the f ield or i ts  own tai l .
 
T h e  N o k i a  6 1 1 0  v e r s i o n  o f f e r e d  a 
m u l t i p l a y e r  m o d e ,  w h i c h  w a s  m a d e 
poss ib le  by  connect ing  two phones  to 
each other v ia  the infrared port .  Snake 
was the most widespread Finnish game 
of  i ts  t ime ,  and  the  phones  conta in ing 
the game were the bestsel lers  of  the ir 
t ime.
Matopeli
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T h e  p u z z l e  g a m e  D r o p  M a n i a  i s 
remembered for i ts  unusual  distr ibut ion 
channel .  You could not buy it  in  stores, 
b u t  i n s t e a d  i t  w a s  s o l d  b y  S u o m e n 
Koti jäätelö Oy (a F innish ice cream van 
c o m p a n y ) .  D r o p  M a n i a  w a s  n o m i n a l ly 
p r i c e d  a t  F I M  1 8 0 ,  a n d  o w n e r s  o f  t h e 
K o t i j ä ä t e l ö  c l u b  c a r d  c o u l d  p u r c h a s e 
one for FIM 15.
 
Drop  Mania  i s  a  Tetr i s - l i ke  act ion  and 
puzzle game in which blocks drop down 
from the top of the screen.  The player ’s 
t a s k  i s  t o  g e t  t h e s e  b l o c k s  r e m o v e d 
b e f o r e  t h e  s p a c e  i s  f i l l e d  u p .  T h i s  i s 
a c h i e v e d  b y  a r r a n g i n g  t h e  b l o c k s  o f 
t h e  s a m e  c o l o u r  i n t o  g r o u p s  t h a t  c a n 
be demol ished with a  special  explosive 
block.
Nina i  Games made further  use  of  Drop 
Mania  for  the i r  game Rampage  Puzzle 
A t t a c k ,  p u b l i s h e d  f o r  t h e  N i n t e n d o 
Game Boy Advance in  2001 as  the f i rst 
F i n n i s h  h a n d h e l d  g a m e .  D r o p  M a n i a 
a l s o  r e c e i v e d  a  s e q u e l  i n  2 0 0 5  c a l l e d 
Super  Drop  Mania .  I t  was publ ished for 
t h e  S y m b i a n  O S  a n d  W i n d o w s  M o b i l e 
platforms.
Drop 
Mania
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S u p r e m e  S n o w b o a r d i n g  ( p u b l i s h e d  a s 
B o a r d e r  Z o n e  i n  t h e  U n i t e d  S t a t e s ) 
i s  r e m e m b e r e d  a s  o n e  o f  t h e  m o s t 
impressive games of i ts  t ime.  Thanks to 
i ts  spectacular visuals ,  3dfx Interact ive 
and Intel ,  for example,  used the game to 
showcase the performance capabi l i t ies 
of  their  hardware at  the 1998 E3 and the 
G a m e  D e v e l o p e r s  C o n f e r e n c e ,  a m o n g 
o t h e r  e v e n t s .  S u p r e m e  S n o w b o a r d i n g 
a l s o  m a r k s  t h e  f i r s t  F i n n i s h  d i g i t a l 
game to sel l  more than a mil l ion copies 
internationally .
 
I n  a d d i t i o n  t o  i t s  g r a p h i c s ,  S u p r e m e 
Snowboarding  a lso  rece ived pra ise  for 
i ts  gameplay ,  and more specif ical ly  for 
i t s  w e l l  t h o u g h t  o u t  c o n t r o l s  w h i c h 
c o m p r i s e d  t h e  a r r o w  k e y s  a n d  t h r e e 
act ion buttons.  The players del ighted in 
the  opportun i ty  to  p ick  the i r  downhi l l 
routes  f ree ly  wi th in  the  game’s  f ie lds , 
w h i c h  w a s  q u i t e  r a r e  b a c k  i n  t h e  d a y . 
S u p r e m e  S n o w b o a r d i n g  r e c e i v e d  a 
s e q u e l ,  Tr a n s w o r l d  S n o w b o a r d i n g ,  i n 
2002,  which was the f irst  Finnish release 
designed for the Xbox gaming console.
Supreme 
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Originat ing from a text game experiment 
made for the Commodore 64,  the Areena 
f ranch ise  has  estab l i shed  i tse l f  in  the 
hearts of  Finnish players.  Areena  5  is  the 
last  of  the series made for the Windows 
operat ing system, as the newer releases 
are browser-based.
 
G a m e  d e v e l o p e r  S e p p o  S u o r s a  h a s 
stated that the Areena  emerged from the 
i d e a  o f  c o m b i n i n g  a  f o o t b a l l  m a n a g e r 
game and fantasy  themed role-play ing 
game.  Th is  idea  gave  b i r th  to  a  ser ies 
o f  i n v e n t i v e  m a n a g e m e n t  s i m u l a t i o n s , 
w h e r e  t h e  p l a y e r ’ s  t a s k  i s  t o  g u i d e 
t h e i r  b a n d  o f  g l a d i a t o r s  f r o m  h u m b l e 
b e g i n n i n g s  t o  t h e  b i g  l e a g u e s .  T h e 
Areena  games never sought to impress 
by  the ir  v isuals ,  but  rather  focused on 
t h e  g a m e p l a y .  I n  a d d i t i o n  t o  t h i n k i n g 
of  suitable strategies ,  the management 
o f  t h e  t e a m ’ s  f i n a n c e s  a l s o  r e q u i r e s 
attention.
 
T h e  l a t e s t  a n d  s e v e n t h  p a r t  o f  t h e 
franchise was publ ished in  2014.  Al l  of 
the games ,  save for  the very  f i rst  one , 
have been avai lable for download from 
t h e  g a m e  d e v e l o p e r ’ s  w e b s i t e  f r e e  o f 
charge.
Areena 5
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A third-person act ion game,  Max  Payne 
w a s  b o t h  a  c r i t i c a l  a n d  c o m m e r c i a l 
s u c c e s s  a n d  t h e  b e s t - s e l l i n g  F i n n i s h 
c o m p u t e r  g a m e  o f  i t s  t i m e .  T h e 
p r o d u c t i o n  v a l u e s  o f  M a x  P a y n e  w e r e 
h igh  and  the  game was  made  in  grand 
s t y l e .  F o r  i n s t a n c e ,  t h e  d e v e l o p e r s 
v is i ted New York to f i lm locat ions that 
were used to help provide an authentic 
atmosphere.
 
I n  a d d i t i o n  t o  i t s  s t o r y t e l l i n g ,  M a x 
P a y n e  i s  r e m e m b e r e d  f o r  t h e  b u l l e t 
t ime feature.  Inspired by the Hong Kong 
a c t i o n  f l i c k s  o f  t h e  1 9 9 0 s ,  t h e  b u l l e t 
t i m e  m o d e  s l o w s  d o w n  t h e  e v e n t s  o f 
the game world ,  a l lowing the player to 
act  more  qu ickly  than the  surrounding 
world.  The rather dark plot of  the game 
p r e s e n t s  t h e  p l a y e r  w i t h  a  r e v e n g e 
s t o r y ,  w h e r e  M a x  w a g e s  h i s  o n e - m a n 
war against cr iminals .
 
In  2002,  Remedy sold the r ights to Max 
Payne  to Rockstar Games,  who went on 
to publ ish subsequent sequels .  The game 
c a m e  f u l l  c i r c l e  i n  t e r m s  o f  i t s  m o v i e 
inspirat ions in 2008,  as Max  Payne  was 
made into  a  Hol lywood movie  s tarr ing 
Mark Wahlberg.
Max 
Payne
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Ral ly  Trophy  i s  s t i l l  fondly  thought  of 
amongst Finnish car enthusiasts and car 
game lovers  a l ike .  Unl ike  convent ional 
r a c i n g  g a m e s  w h i c h  t e n d  t o  f o c u s  o n 
m o d e r n  v e h i c l e s ,  R a l ly  Tr o p h y  h o s t s 
historic cars from the 1960s and 1970s. 
The game includes a number of classics 
o f  t h e  e r a ,  s u c h  a s  t h e  M i n i  C o o p e r , 
the Volvo Amazon and the Ford Escort . 
The part  of  the co-driver of  the Finnish 
l a n g u a g e  v e r s i o n  o f  t h e  g a m e  w a s 
performed by Finnish ral ly  legend Rauno 
Aaltonen.
 
R a l ly  Tr o p h y  i s  e s s e n t i a l ly  a  f a i r ly 
s e r i o u s  g a m e ;  i t  c o u l d  a l m o s t  b e 
t h o u g h t  o f  a s  a  r a l ly  s i m u l a t o r .  T h e 
r e a l i s m  o f  t h e  g a m e  i s  n o t  l i m i t e d  t o 
just  the superf ic ial  aspects ,  as the very 
be l ievable  handl ing  of  the  var ious  car 
m o d e l s  p r o v i d e s  a  t o u g h  n u t  t o  c r a c k 
especial ly  for inexperienced players.
 
R a l ly  Tr o p h y  m a r k e d  t h e  f i r s t  r e l e a s e 
f o r  B u g b e a r ,  w h i c h  h a s  b e e n  f o c u s i n g 
on racing games.  Bugbear later became 
k n o w n  e s p e c i a l l y  f o r  t h e  F l a t O u t 
f ranch ise ,  wh ich  in  turn  was  a l l  about 
relaxed and reckless driv ing.
Rally 
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Porrasturvat  i s  an  interest ing example 
o f  t h e  c r e a t i v i t y  o f  g a m e  c r e a t o r s 
o p e r a t i n g  i n  t h e  m a r g i n s .  T h e  p l a y e r 
must nudge a f igure called Spector down 
the stairs ,  causing him as much injury as 
poss ib le .  The  more  in jured  Spector  i s , 
the  more  po ints  the  p layer  scores  for 
their  performance.
 
A c c o r d i n g  t o  t h e  g a m e ’ s  p r o g r a m m e r , 
J e t r o  L a u h a ,  h e  c a m e  u p  w i t h  t h i s 
e x c e p t i o n a l  i d e a  f o r  a  g a m e  a s  h e 
was  about  to  s tumble  on  the  s ta i rs  a t 
h i s  w o r k p l a c e .  P u b l i s h e d  u n d e r  t h e 
d e m o s c e n e  g r o u p  t A A t ,  e s t a b l i s h e d  i n 
1 9 9 2 ,  P o r r a s t u r v a t  w a s  m a d e  f o r  t h e 
2 0 0 2  A s s e m b l y  g a m e  d e v e l o p m e n t 
c o m p e t i t i o n ,  w h i c h  i t  a l s o  w e n t  o n  t o 
win.
 
Porrasturvat  is  one of the f irst  computer 
games to make use of  real ist ic  physics 
m o d e l l i n g  a n d  t h e  s o - c a l l e d  r a g d o l l 
e f f e c t .  V e r s i o n s  f o r  M a c ,  L i n u x  a n d  a 
variety of  smartphones have s ince been 
made ,  and  the  game has  a lso  rece ived 
a number of sequels based on the same 
theme.
Stair 
Dismount / 
Porrasturvat
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P e r s p e c t i v e :  M a r k k u  R e u n a n e n
Lecturer Markku 
Reunanen sheds 
light on the past 
and present of the 
Finnish demoscene, 
which also had its 
hand in giving rise 
to the Finnish game 
industry.
 
“I am a lecturer at the Aalto University 
Department of Media, a position where I 
ended up largely through demos. I’d al-
ready taken an interest in programming, 
graphics and sound back in the 1980s 
when I got my first home computer. I come 
from the rather small town of Vammala, 
which didn’t really have an active scene. 
We saw some demos and the like in the 
early 1990s, and together with some 
like-minded, enthusiastic people, with 
few contacts and limited knowledge, we 
began to explore what this ‘demoscene’ 
was about. Eventually in 1994, we got to 
experience the grand world style as we 
took off to the Assembly demoparty in 
Helsinki and the Abduction demoparty 
in Rovaniemi. It was a slow and difficult 
start, as we didn’t really have any con-
tacts; we had to build a team and learn 
the tools, software and other technologies 
more or less from scratch.
 
I was the founder of our demo group 
called Fit (1991). The first demo by Fit 
was Division by Zero (1993), to which 
a friend drew some pictures, and then 
the program displayed the pictures and 
played music on the background. Soon 
we began to learn things, making 3D 
graphics and getting some multi-channel 
music to play. When things really took 
off, the development was rapid, and we 
discovered some documentation and so 
on. Later, as young researchers together 
with Antti Silvasti, we wondered if demos 
were ever researched academically. We 
began to make a list, which grew into the 
Demo Scene Research bibliography. My 
licentiate thesis for Helsinki University 
of Technology was about demos. The 
number and quality of publications on 
the subject was not terribly high at the 
time, so I aimed to remedy the situation 
on my part.
 
The origin of ‘demo’ is the word demon-
stration, in this case usually attempting 
to showcase a new technology or audio-
visual expertise. Demos are executable 
programs that display graphics and of-
ten play music. They are expressions of 
expertise made both for the community 
and for the makers themselves. An intro, 
in turn, is a small demo, ranging from one 
to sixty-four kilobytes in size. An intro can 
also refer to ‘crack intros,’ which were 
placed at the start of pirated games to 
display prior to the actual game. The first 
intros were often mainly customisations 
of the starting screens of games, replac-
ing the original graphics and texts. These 
began to appear as early as the start of 
the 1980s. Various audiovisual effects in 
crack intros became common in the mid-
1980s. Soon after this, there was a rise in 
demos that were no longer associated 
with games per se, but functioned as inde-
pendent works. Initially, for example, the 
music might just be snatched off wherever 
instead of being composed by the crea-
tors. By the 1990s, a sort of artistry had 
begun to form, and people took pride in 
the fact that the music, graphics and code 
were home-made.
 
Of course, the thing about demos is that if 
you’ve made some yourself, you’ll be able 
to better appreciate and understand them. 
At times, people have attempted to make 
demos more visible and understandable 
by taking them to an art museum, for 
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instance. On the other hand, some of the 
demos made are so marginal that they 
must be intended for a very limited audi-
ence. It’s difficult to talk about the scene 
as a whole, as it is rather divided into a 
variety of device-specific and national 
scenes. Then, you have these old crackers, 
and there may be multiple generations 
inside the same devices or countries, 
and so on. What you appreciate now, 
what you’ve seen when you were young 
and what left an impression creates this 
kind of multidimensional nature. For my 
own part, I best recall the State of the Art 
demo (1992) on the Amiga, which had the 
kind of techno video look, which at that 
time was my favourite style of music, too. 
Realising you could do such a different 
type of demo, and that not everything 
had to be cut from the same cloth, was 
an awe-inspiring moment for me.
 
Back in the day, I mostly contemplated 
demos on the basis of whether they were 
technically feasible, new and amazing. 
Nowadays, I observe the overall design 
and rhythm more, and this is the direction 
the demoscene has taken anyway. For 
example, in the 1980s and early 1990s, a 
new way to scroll would be considered 
super cool. During the 1990s, the demo-
scene itself started talking about design 
specifically. We began discussing design, 
creating uniform colour schemes, pacing 
the demos differently and so forth. The 
sense of community was a natural part of 
it all, and very few people would probably 
be making demos if it weren’t for demo-
parties, demo groups and friends as well 
as being a part of the scene.
 
The demoscene is, on the whole, a fairly 
Western and Northern European phenom-
enon, whose heyday coincides largely with 
Commodore computers. Countries where 
Commodore 64 and Amiga devices were 
abundant were the heartland of the demo-
scene. Since the demoscene has its roots 
in crackers and pirated games, and the 
Commodore 64 was once a very popular 
computer, the development grew and then 
continued quite naturally on the Amiga.
 
Demoparties, in turn, were initially called 
copy-parties before any actual demoscene 
existed. In the Netherlands and Germany, 
homes to Europe’s largest piracy and 
cracker scenes, people gathered at week-
ends to copy games from each other and 
to show the latest titles they’d acquired. 
Later on, as piracy had disappeared from 
the mainstream, or at least from sight for 
various reasons, these meetings started 
to focus more on demos. In Finland, one 
event rises above all others: Assembly, 
which has been organised since 1992, 
and can stand up to international level 
in terms of its size, and especially earlier 
also in terms of contests held for demos, 
audio and graphics. Typically, these major 
traditional parties, The Gathering, The 
Party – which has since ceased – and 
Assembly, have at some point began to 
include gaming. They’ve come full circle 
in a sense. However, the social aspect has 
always been there, nowadays perhaps 
even more than any real competitive 
atmosphere.
 
The fundamental and obvious connection 
between digital games and the demoscene 
is that the cracker scene, of course, was 
entirely dependent on games, and revolved 
around them completely. The cracking 
and circulating of games is the kind of 
connection which exists historically, even 
if in the case of the demoscene it has 
practically died out. The other tie-in is 
that many game companies of the 1990s 
especially were founded by people in the 
demoscene. After all, the people of the 
demoscene have played a lot. Back in 
the 1990s, this was not widely discussed, 
as the demoscene aimed to stand apart 
from mere players. Nowadays, gaming has 
become more presentable, and of course 
skills in performance oriented low level 
programming languages as well as pixel 
graphics and composing are well suited 
for making games. Of course, today there’s 
so much computing power and you can 
always buy a new graphics card and so 
on, that breaking the limits is no longer 
really a thing, except perhaps in terms of 
algorithms, style and space, how small 
a space can you fit the demo into. The 
hardware itself is not so constricted these 
days, so it’s not as exhilarating to try and 
squeeze every last drop out of it.
 
It’s hard to say how things went outside 
of Europe, but in the 1980s there was al-
ready quite a large group of crackers and 
early democoders moving on to making 
games for the C64. This was not viewed 
in any way strange. I personally recall 
how in the 1990s, when these noticeable 
game companies began to rise from the 
demoscene, the surrounding discussion 
had, not exactly a negative, but a rather 
questioning tone, “oh, he’s commercialis-
ing his expertise now.” Then again this 
was also seen as cool, since it brought 
visibility for the scene. On the other hand, 
the scene circles have lamented the fact 
that many of the groups that used to 
be active and prestigious disappeared 
into the gaming business, possibly never 
making demos again. The demoscene has 
given rise to such Finnish game companies 
as Housemarque, Remedy, Mr. Goodliving 
and Riot-E. Similarly, Bugbear has its 
background in the scene as well as the 
now defunct Sumea, which even took its 
name from a demo.
 
Thinking of the present and the future of 
the demoscene, the skill level is high. All 
the lessons learnt have accumulated over 
the years due to the fact that the same 
people who made demos back then are 
still making them now. Of course nowa-
days they’ll have all the demands of real 
life with families, jobs, and so on, weighing 
on the background. New demos still keep 
appearing at a fairly stable rate, so I don’t 
see the demoscene going away in the 
near future. When these old-timers start 
nearing the grave, perhaps the demoscene 
will pass away along with them. Not many 
young, new groups appear nowadays. The 
current high level may also scare people 
into thinking that it’s not worth taking 
years to learn new things in order to be 
able to produce anything new or cool.
 
If you think about what your average 
citizen of today should know about the 
demoscene, the least would be the fact 
that such a long line of digital culture 
exists. Even if it’s quite hidden from the 
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mainstream, it has given rise to a huge 
amount of talent. Another is the existence 
of such media art and a community, of 
which not much is known, but which has 
been very active and played a significant 
part for those involved. Rather than think-
ing of whatever useful business skills 
were acquired, I would like the latter point 
to be the takeaway from all this.”
 
124
A r o u n d  t h e  m i d - 2 0 0 0 s ,  v a r i o u s  S M S 
based serv ices  and games had become 
p o p u l a r  s c r e e n  t i m e  f i l l e r s  o u t s i d e  o f 
regular televis ion broadcasts in Finland. 
T h e  F i n n i s h  B r o a d c a s t i n g  C o m p a n y 
joined the ranks of service providers in 
2003 with the Mikämikä-TV  ( ‘Whatwhat 
TV ’ )  quiz ,  playable via SMS.
 
T h e  q u i z  w a s  b r o a d c a s t  d u r i n g  n i g h t 
t ime on the TV2 channel ,  and offered the 
p l a y e r s  f o u r  p o s s i b l e  a n s w e r  o p t i o n s 
to various questions,  to which they had 
o n e  m i n u t e  t o  r e s p o n d .  T h e  p l a y e r s 
could also order hint  messages to their 
phones.
 
M i k ä m i k ä - T V  w a s  r a t h e r  l o n g - l i v e d  a 
production for i ts  k ind,  but nevertheless 
publ ic  interest  in  these expensive SMS 
g a m e s  b e g a n  t o  d e c l i n e  o v e r  t i m e .  I n 
A p r i l  2 0 1 1 ,  T h e  F i n n i s h  B r o a d c a s t i n g 
C o m p a n y  c e a s e d  t h e s e  t y p e s  o f  p a i d 
s e r v i c e s  a n d  b e g a n  t o  b r o a d c a s t  a 
variety of  news feeds in their  stead.
Mikämikä-TV
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TV games such as these no longer ex-
ist in the same sense as they did in 
the early 2000s. At that time, YLE (the 
Finnish Broadcasting Company), for 
example, broadcast a test transmission 
after programmes ended, and commercial 
channels had nothing to air after official 
broadcasts either. SMS playable games 
were thought to be appropriate fillers for 
these times. These games were broadcast 
on television channels, which provided 
a screen for the players. The players in 
turn sent text messages from their mobile 
phones to influence the game’s events. 
For example, Putti mini golf appeared 
as a miniature golf course on the televi-
sion screen, and anyone of the viewers 
could start playing by sending an SMS 
to the number displayed on the screen. 
A golf ball would then appear, and after 
this the game was controlled by sending 
messages such as “strike by force 100 
in the direction of 360.” The lane was 
displayed for a few minutes and it could 
host as many as fifty players making at-
tempts simultaneously. After a couple of 
minutes, a new lane would load onto the 
screen and new players could take their 
turn in trying out the game.
 
Participating in these games was techni-
cally quite difficult. The player would 
have to write a text message including a 
specific, usually one-letter command for 
the controls, followed by a series of num-
bers. This had to be sent to the correct 
number, and there was a several-second 
delay. Dozens of other players appeared 
simultaneously on the same small televi-
sion screen. Every player’s operations had 
to be presented in such a way that they 
Game designer 
Jaakko Kemppainen 
reminisces about 
TV games, a game 
history curiosity 
in Finland, some of 
which he also took 
part in creating.
 
P e r s p e c t i v e :  J a a k k o  K e m p p a i n e n “The earliest TV game I remember see-
ing is probably Vesisota (‘Water Wars’). 
The players would send SMS commands 
to make the game characters move in a 
grid and shoot at each other with water 
guns. I don’t recall seeing anything like 
it before this. My career with TV games 
began when I moved on from multimedia 
and programming, and started working 
for Outer-Rim in 2002. Our first projects 
were also television games playable via 
SMS, such as Putti mini golf, quiz games, 
memory games and so on. The vast mul-
titude of such games came out between 
2003 and 2006, as a sort of a golden age 
for TV games. On one of the company’s 
summer outings, we visited a local home 
electronics store and tuned all the televi-
sion receivers to display the games we’d 
made. Our games were broadcasted on 
four different channels simultaneously, 
as I recall.
 
Starting the work on our first TV game 
was exciting in all possible ways. We felt 
like the project would be a dark horse, as 
no one had done anything like it before, 
and thus it was also uncertain whether it 
would amount to anything. Expectations 
were rather high and the project had 
massive potential to grow into some-
thing really huge. The initial success was 
indeed quite good, we made more games, 
the company kept growing and so on. At 
best, we had eight people making games, 
and these TV games were at the heart of 
everything.
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In Finland, this phenomenon was panned 
completely and sunk into oblivion. It is 
such an oddity in our national game his-
tory that only a few people would even 
want to look back on the whole era, and 
nowadays it is rather difficult to find much 
information about these games.”
 
some games broadcasting in Hong Kong or 
wherever. There were, however, so many 
intermediaries, that after all this I’m not 
even sure how much money eventually 
came back to us. Around this time, I was 
beginning to feel a little bored with this 
job myself so, after taking a year off, I 
went to work for another company to 
create casual games, virtual worlds and 
that kind of stuff.
 
Looking at the TV games of today, a 
variety of guessing games and such, you 
must admit they’re pretty lightweight 
for games. Back when we were making 
similar games, they would invariably in-
clude strong gameplay features. Although 
they were designed to turn a profit, we 
always tried to make the games fair to 
an extent so that people had a genuine 
possibility to succeed instead of simply 
being cheated out of their money. Since 
then, game hosts have gained a pivotal 
role in trying to attract players to call in 
and participate in the games. The medium 
of television invites human interaction, 
and the current trend with these games 
seems to revolve quite strongly around 
a living person.
 
In a way, these TV games were ahead of 
their time. I believe that these SMS games 
were a Finnish invention, but they never 
got much coverage abroad. There are 
times when you might be channel surfing 
in a hotel room somewhere in the world 
and happen to bump into something simi-
lar. Now, years later, I’ve met people who 
are telling me they are doing “this kind 
of interactive television, and they have 
games on TV, and this is a rising trend.” 
The general public and media perceived 
these games as a real gravy train, and the 
makers of the games as rich tycoons, and 
so on. These journalists had made some 
calculations based on maybe an hour 
of following the programme, counting 
the number of text messages coming in, 
multiplying the numbers by the prices and 
pulling some more numbers out of their 
hats. Then they figured all of the money 
must go to the developers of the game, 
concluding that they must earn tons. While 
fingers were pointed mainly at the game 
developers, broadcasting companies did 
receive some of the blame, too. No one 
seemed to notice the phone operators’ 
part of the business. In reality, we received 
only a very small part while the phone 
operators and television broadcasters 
hogged the larger pieces of the pie.
 
The Finnish game company RedLynx 
also made some successful games. Their 
games were very pretty  and often much 
simpler than ours. Perhaps this was also 
the reason behind their greater success. 
Later on, games like the beach volley 
game were introduced – I cannot recall 
whether this particular game was pro-
duced by RedLynx. Anyway, the game 
included a show hostess in a bikini play-
ing beach volley against the players. This 
showed such direction in innovation that 
the shine of our nerdy games began to 
wane little by little at this point.
 
I suppose at this point the so-called early 
adopters started to move on. New game 
concepts were introduced and the players’ 
journeys would continue. Foreign trade 
never really picked up either. We did have 
could make out what they were doing 
and also got the idea of other players’ 
advancements. This proved quite the chal-
lenge for the developers of these games.
 
As I recall, back then, one SMS sent to 
YLE’s channels would cost 70 cents, and 
slightly more, maybe 80 cents, for the 
commercial channels MTV3 and Nelonen. 
Subsequently, prices climbed to 95 cents 
per SMS. This was indeed quite expensive 
and the topic was discussed, for example, 
in an editorial of a Finnish tabloid news-
paper Iltalehti. The editor ruminated that 
these idle, trivial games were depriving 
children and the parents of children of 
their money. And there were indeed some 
players who must have sunk hundreds of 
euros per month on these SMS games.
 
However, any profit from these games 
was primarily pocketed by telephone op-
erators and television channels, and the 
game developers received a rather small 
percentage in the end. I was left with the 
impression that a large part of the players 
were adults who played on a workplace 
provided mobile plan or similar. Peak hours 
for Putti were in the afternoon before 
the popular Finnish soap drama Salatut 
Elämät, whereas Mikämikä-TV which, as 
I recall, was broadcast during night-time 
on YLE channels, attracted players evenly 
throughout the transmission. The same 
people might play this quiz game every 
night for weeks on end, which is of course 
terribly expensive. As far as I see it, a big 
incentive for such games has always been 
that people get their name to appear on 
the TV, and it is kind of cool, especially if 
you manage to place high on the score list.
130 131
20
04
M o d d i n g ,  a k a  m o d i f y i n g  o f  c o m p u t e r 
s o f t w a r e  a n d  g a m e s ,  h a s  l o n g  b e e n  a 
good way of making the transit ion from a 
game enthusiast  to a pro.  AirBuccaneers 
began as  a  mod for  UnrealTournament 
2004 ,  and it  placed third in the interna-
t ional  Make Someth ing  Unreal  Contest 
in 2005.
 
T h e  g a m e  p i t s  f o r e s t  b a n d i t s  a n d 
notorious Vikings against each other in 
a battle for the domination of the North. 
In the Deathmatch type matches players 
s t e e r  h o t - a i r  b a l l o o n s  e q u i p p e d  w i t h 
cannons ,  which are used to f ight  other 
t e a m s .  T h e  l a n d s c a p e s  a n d  t h e m e s  o f 
t h e  g a m e  h a v e  a  s t r o n g  b a s i s  i n  o l d 
Finnish or Northern mythology.
 
AirBuccaneers  was born in the University 
of  Oulu Game Research Unit ,  which has 
o p e r a t e d  a s  a n  i n d e p e n d e n t  c o m p a n y 
u n d e r  t h e  n a m e  L u d o C r a f t  s i n c e  t h e 
b e g i n n i n g  o f  2 0 0 7 .  A l o n g s i d e  o t h e r 
pro jects ,  LudoCraft  has  a lso  produced 
t h e  i m a g i n a t i v e  D r a g o n f ly  Va r i a t i o n s 
(2005)  and Spawns  of  Deflebub  (2006) 
mods for the UT2004 platform.
AirBuccaneers
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This turn-based strategy game,  released 
exclusively for the Nokia N-Gage gaming 
phone ,  was  an  except ional ly  ambit ious 
u n d e r t a k i n g  f o r  a  g a m i n g  d e v i c e  w i t h 
such a small  screen.  Thousands of images 
o f  a u t h e n t i c  v e n u e s  f o r m e d  t h e  b a s i s 
for the level  design of Pathway  to  Glory , 
a n d  t h e  d e v e l o p e r s  c o n s u l t e d  e x p e r t s 
o n  t h e  S e c o n d  W o r l d  W a r  t o  e n s u r e 
the  accuracy  of  the  h is tor ica l  aspects 
featured in the game.  Movements of real 
Finnish soldiers were recorded through 
m o t i o n  c a p t u r e  t e c h n o l o g y  i n  o r d e r 
to  make  the  characters  as  rea l i s t ic  as 
possible .
 
Pathway  to  Glory  was  a lso  techn ica l ly 
v e r y  c o m p l e x ,  a s  i t  u t i l i z e d  t h e  G P R S 
n e t w o r k  f o r  i t s  m u l t i p l a y e r  g a m e , 
b r i n g i n g  t o g e t h e r  p l a y e r s  f r o m  a l l 
a r o u n d  t h e  w o r l d .  P a t h w a y  t o  G l o r y 
a t t r a c t e d  p l e n t y  o f  p o s i t i v e  r e v i e w s , 
and it  has been considered as one of the 
best games released for the N-Gage.  The 
N-Gage i tself ,  publ ished in  2003,  never 
achieved wide popular ity .  However ,  the 
device seems to have become quite the 
collector ’s  i tem nowadays.
Pathway 
to Glory
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A  l i v e  a c t i o n  r o l e - p l a y i n g  g a m e 
organised in Älvdalen,  Sweden,  between 
J u ly  a n d  A u g u s t  o f  2 0 0 6 ,  D r a g o n b a n e 
h a d  a  b u d g e t  o f  n e a r ly  o n e  m i l l i o n 
euros ,  and  i s  remembered  for  i t s  h igh 
production values.  On site there was,  for 
i n s t a n c e ,  a  m e c h a n i c a l  f i r e - b r e a t h i n g 
dragon.  The production of the dragon’s 
m o v e m e n t s  c a u s e d  t h e  o r g a n i s e r s 
plenty of  headaches.
 
L o o s e ly  b a s e d  o n  F i n n i s h  a u t h o r  M i k e 
P o h j o l a ’ s  w o r k ,  M y r s k y n  a i k a  ( ‘ T h e 
T i m e  o f  t h e  S t o r m ’ ) ,  t h e  s e t t i n g  f o r 
Dragonbane’s  adventures was the world 
of Valenor ,  which drew inspirat ion from 
the  I ron  and  Middle  Ages .  The  p layers 
c o u l d  c h o o s e  t o  t a k e  o n  t h e  r o l e  o f  a 
d r a g o n  w o r s h i p p e r ,  d r a g o n t a m e r  o r 
witch.
 
Dragonbane  has gone down in the history 
o f  F i n n i s h  a n d  N o r d i c  g a m e s  a s  a n 
ambit ious  pro ject ,  which  a lso  rece ived 
a lot  of  attention from the press back in 
i ts  day.  The Cinderhi l l  set  v i l lage ,  bui l t 
d u r i n g  t h e  y e a r  p r e c e d i n g  t h e  e v e n t , 
was left  unused after  the game ended. 
In the end,  the vi l lage was burned down 
and cleared by the landowners in 2012.
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With over several  hundred mil l ion players 
and more than a bi l l ion downloads,  Angry 
Birds  is  without a doubt one of the most 
successful  products of  the Finnish game 
industry .  While  or ig inal ly  publ ished for 
A p p l e ’ s  t o u c h s c r e e n  d e v i c e s ,  a f t e r  i t s 
rapid success the game has been ported 
to various devices and systems.
 
T h e  A n g r y  B i r d s  b r a n d  h a s  b e e n  s u c -
c e s s f u l  t h r o u g h o u t  t h e  w o r l d .  A l m o s t 
everything imaginable from soft  toys to 
cookbooks and from key r ings to theme 
parks has been made,  sold and marketed 
under the wings of these f ierce birds.
 
A  n u m b e r  o f  e x p a n s i o n s  a n d  v a r i o u s 
themed  add-ons  or  seque ls  have  been 
p u b l i s h e d  a f t e r  t h e  g a m e  i t s e l f .  F o r 
e x a m p l e ,  A n g r y  B i r d s  S p a c e ,  r e l e a s e d 
i n  M a r c h  2 0 1 2 ,  w a s  m a r k e t e d  i n 
c o l l a b o r a t i o n  w i t h  N A S A .  A d d i t i o n a l 
r e l e a s e s  i n c l u d e  S t a r  W a r s  a n d 
Tr a n s f o r m e r s  t h e m e d  g a m e s ,  a m o n g 
o t h e r s .  T h e  a c t u a l  A n g r y  B i r d s  2  w a s 
publ ished in 2015,  and the animated f i lm 
Angry  Birds  landed in movie theatres in 
the summer of 2016.
Angry 
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D e v e l o p e d  b y  P e t r i  P u r h o ,  C r a y o n 
P h y s i c s  D e l u x e  i s  o n e  o f  t h e  m o s t 
d ist inct ive  F inn ish game releases .  Th is 
puzzle game won the grand prize at  the 
2008 Independent Games Fest ival .  Purho 
d e s i g n e d  a n d  p r o g r a m m e d  t h e  f i r s t 
vers ion  of  Crayon  Phys ics  in  f ive  days 
as part  of  h is  broader project  focusing 
on the rapid development of  game ideas.
 
I n  C r a y o n  P h y s i c s  D e l u x e ,  t h e  p l a y e r 
m u s t  c a r r y  a  b a l l  o n  t h e  s c r e e n  t o  a 
p r e d e t e r m i n e d  g o a l .  T h i s  i s  a c h i e v e d 
b y  d o o d l i n g  a m o n g  t h e  f i g u r e s  a n d 
shapes  a lready ex ist ing  on the  screen . 
The doodles are then turned into mobile 
elements in the 2D world by the game’s 
physics engine.
 
T h e  g a m e ’ s  g r a p h i c s ,  a s  t h e  n a m e 
s u g g e s t s ,  l o o k  l i k e  t h e y  h a v e  b e e n 
drawn with  a  crayon .  The  sketchbook-
l ike layout encourages players to try and 
doodle  a l l  k inds  of  d i f ferent  so lut ions 
and structures to advance in the game.
Crayon 
Physics 
Deluxe
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Voted by Xbox players as the best arcade 
game and the  best  innovat ion  in  2009 , 
Tr i a l s  HD  i s  b a s i c a l ly  a  r a t h e r  s i m p l e , 
b u t  e x t r e m e ly  c h a l l e n g i n g  m o t o r c y c l e 
game,  which has  sold  over  two mi l l ion 
copies worldwide.
 
The  p layer  must  pass  the  increas ing ly 
d i f f i c u l t  t r a c k s  w i t h i n  t h e  t i m e  l i m i t s 
and  wi th  as  few mistakes  as  poss ib le . 
While the game does not a im at real ism, 
t h e  c o n t r o l s  o f  t h e  b i k e  a n d  d r i v e r 
a r e  s t i l l  c r e d i b l e  i n  i t s  o w n  w a y .  T h e 
c o n t r o l s ,  c o n s i s t i n g  o f  a  c o u p l e  o f 
buttons,  are easy to get a quick grip of , 
but true command of the game requires 
tr ial  and error.
 
Tr i a l s  H D  c o n t a i n s  a  l a r g e  n u m b e r  o f 
d i f f e r e n t  s e c r e t s  a n d  r e f e r e n c e s ;  s o -
c a l l e d  “ E a s t e r  e g g s . ”  A l l  o f  t h e s e 
c o m b i n e d  r e p o r t e d ly  f o r m  a  g r e a t e r 
m y s t e r y ,  t h e  b r a i n c h i l d  o f  R e d Ly n x ’ s 
creat ive  d i rector  Antt i  I lvessuo ,  which 
the gaming community managed to solve 
in 2012.  In total ,  f ive Trials  games have 
been publ ished by 2016.
Trials HD
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Trine  has sold well  over a mil l ion copies 
a n d  h a s  b e e n  w i d e ly  a c c l a i m e d  f o r 
i t s  g a m e p l a y ,  a s  w e l l  a s  i t s  b e a u t i f u l 
g r a p h i c s  a n d  d r e a m l i k e  a t m o s p h e r e . 
Tr i n e  a l s o  r e c e i v e d  t h e  E 3  E d i t o r s ’ 
C h o i c e  a w a r d  f o r  B e s t  D o w n l o a d a b l e 
Game in 2009.
 
Tr i n e ,  t h e  t h i r d  r e l e a s e  i n  l i n e  b y 
Frozenbyte ,  i s  a  p latform puzzle  game 
set in a fantasy world.  The player must 
solve various puzzles they encounter by 
alternat ing between and combining the 
talents of  the three playable characters , 
a  knight ,  thief  and wizard.
 
I n  2 0 1 4 ,  F r o z e n b y t e  r e l e a s e d  a n  i m -
proved  vers ion  of  the  game under  the 
n a m e  Tr i n e :  E n c h a n t e d  E d i t i o n .  I t  w a s 
a l s o  f o l l o w e d  b y  s e q u e l s  Tr i n e  2  a n d 
Tr ine  3 ,  of  which Tr ine  2  won the  Best 
Art ist ic  Achievement award at  the 2012 
Nordic Game Awards gala.
Trine
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Developed with the help of f inancial  a id 
granted  by  the  Nord ic  Game Program, 
Floorball  League ,  l ike the 1996 Swedish 
M E R  I n n e b a n d y ,  i s  o n e  o f  t h e  f e w 
floorball  games ever made.
 
P r o d i g i u m  G a m e  S t u d i o s  m a n a g e d  t o 
acqu i re  the  of f i c ia l  sports  l i cence  for 
t h e  g a m e ,  w h i c h  w a s  t h e n  m a d e  i n 
c o l l a b o r a t i o n  w i t h  t h e  I n t e r n a t i o n a l 
F l o o r b a l l  F e d e r a t i o n ,  t h e  F i n n i s h 
F l o o r b a l l  F e d e r a t i o n  a n d  t h e  F i n n i s h 
F loorba l l  League .  The  l i cence  a l lowed 
t h e  g a m e  t o  i n c l u d e  a c t u a l  p l a y e r s 
f r o m  t h e  F i n n i s h  F l o o r b a l l  L e a g u e  a s 
wel l  as  the  World  Cup .  D i f ferent  game 
m o d e s  i n c l u d e ,  f o r  i n s t a n c e ,  s h o w -
m a t c h e s ,  l e a g u e  m a t c h e s ,  t h e  W o r l d 
Championships and a penalty shoot-out .
 
The developer of  the game has given the 
gaming community  access  to  the  team 
and league editors of  Floorball  League , 
so  p layers  can  create  more  content  i f 
they wish,  and keep composit ions of the 
teams equivalent to real ity .
Floorball 
League
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P a r t y  g a m i n g  o n  t a b l e t s  o r  s i m i l a r 
m o b i l e  d e v i c e s  c a n  b e  s e e n  a s  a  k i n d 
o f  c o n t i n u u m  o f  t r a d i t i o n a l  b o a r d 
gaming .  F inn ish  game company  Tuok io 
has  spec ia l i sed  in  mak ing  a  var ie ty  of 
touchscreen playable mult iplayer party 
g a m e s ,  o f  w h i c h  K i n g  o f  O p e r a  i s  t h e 
f irst  in l ine.
 
In  King  of  Opera ,  each  p layer  contro ls 
their  own opera s inger with the object ive 
o f  g e t t i n g  p a s t  t h e  o t h e r  p l a y e r s  a n d 
into  the  l imel ight .  The game,  based on 
o n e - t o u c h  m e c h a n i c s ,  i s  a  k i n d  o f  a n 
electronic version of the King of the Hi l l 
chi ldren’s game.  The game can be played 
by up to four players s imultaneously on 
the same device.
 
After i ts  release,  King of Opera  achieved 
moderate success.  The game turned out 
qu i te  popular  par t icu lar ly  in  As ia ,  and 
even spent a short while on the top l ist 
of  paid iPad appl icat ions in Hong Kong.
King of 
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V a r i o u s  b o a r d  g a m e s  t h a t  r e q u i r e 
t i m e  a n d  c o n c e n t r a t i o n  h a v e  b e c o m e 
increasingly popular .  The space themed 
E c l i p s e  i s  a  g r e a t  e x a m p l e  o f  s u c h  a 
modern  game a imed at  a  more  mature 
audience.
 
In  Ecl ipse ,  p layers  control  the  c iv i l isa-
t ions of their  own empires in an attempt 
to expand and to defeat their  opponents 
at  the same t ime.  To achieve this ,  players 
must research and develop a variety of 
technolog ies ,  manage resources ,  wage 
w a r s  w h i l e  c o n q u e r i n g  n e w  a r e a s  a n d 
so on.
 
Ecl ipse  has received praise in part icular 
for i ts  functional  resource management 
and basic mechanics.  Some board game 
enthusiasts have considered it  as one of 
the  best ,  i f  not  the  best  F inn ish  board 
game.  The website BoardGameGeek,  for 
example ,  has  ranked Ecl ipse  as  one  of 
the top twenty board games ever made.
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Va r i o u s  e d u c a t i o n a l  g a m e s  a n d  a p p l i -
c a t i o n s  h a v e  b e e n  d e v e l o p e d  f o r  a l l 
k inds  of  spec ia l  purposes .  WildChords , 
deve loped  by  Ove l in ,  i s  an  app l i cat ion 
aimed at  beginners interested in playing 
the guitar ,  and is  p layed by strumming 
a  r e a l  g u i t a r .  T h e  a i m  i s  t o  l e a r n  t h e 
basics of  playing the guitar in a fun and 
easy way.
 
The plot of  WildChords  is  loosely based 
on the story of  the Pied Piper of  Hamelin; 
t h e  p l a y e r  i s  t a s k e d  w i t h  c a t c h i n g 
animals who have escaped from the zoo 
by  p lay ing  the i r  favour i te  chords .  The 
game ’s  successfu l  implementat ion  led 
i t  t o  b e  e l e c t e d  a s  t h e  b e s t  E u r o p e a n 
educational  game in 2011.
 
Since then,  the developers of  WildChords 
h a v e  p u b l i s h e d  Y o u s i c i a n ,  a  m o r e 
s e r i o u s  a p p l i c a t i o n  a i m e d  a t  l e a r n i n g 
an instrument.  Towards the end of 2014, 
Ovel in  a lso changed i ts  company name 
to Yousician.
WildChords
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T h e  s t r a t e g y  a n d  b u i l d i n g  g a m e  C l a s h 
of  C lans  i s  one  of  the  most  prof i tab le 
Finnish games ever publ ished.  In Clash of 
Clans ,  players govern their  own vi l lage, 
which  they  defend from other  v i l lages 
and clans.  Due to i ts  free-to-play model , 
s tar t ing  and  p lay ing  the  game i s  f ree , 
but a variety of  i tems to boost progress 
or  success  may  be  purchased  through 
micropayments.
 
The success of  Clash of  the Clans  has 
brought wide recognition for its developer, 
Supercell ,  which was founded in 2010 by 
game developer veterans who previously 
worked for  Sumea (acquired by Digital 
Chocolate in 2004). In 2012, Supercell was 
honoured with both the t i t le  of  Finnish 
game deve loper  of  the  year  and  best 
Nordic start-up company of the year.
 
To give an idea of the scale of Supercell’s 
growth and success, it is worth mentioning 
that Chinese Tencent bought a little less 
than three quarters of the company from 
the previous owner,  Japanese Softbank, 
for 6.45 billion euros in June 2016.
Clash of 
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H i l l  C l i m b  R a c i n g  i s  a  r a c i n g  g a m e 
series for mobile devices ,  made by Toni 
F i n g e r r o o s  w h o  p r o g r a m m e d  h i s  f i r s t 
game already at  the age of 10.  The game 
has reached top spots on both the App 
Store and Google Play download charts 
in the United States.
 
T h e  c o n t r o l s  i n  H i l l  C l i m b  R a c i n g  a r e 
l im i ted  to  press ing  the  gas  and  brake 
pedals.  All  of the vehicles are more or less 
r ickety ,  and  the  env i ronments  become 
more imaginat ive and more d iff icult  as 
the game progresses. The goal is to get 
as  far  as  poss ible  before the fuel  runs 
out or a fatal accident occurs.
 
F o l l o w i n g  t h e  s u c c e s s  o f  H i l l  C l i m b 
Racing ,  Fingersoft has grown from a one-
man bedroom code shop into a successful 
game developer and publishing house. A 
sequel  contain ing a  mult iplayer  opt ion , 
Hill  Cl imb Racing 2 ,  was released in late 
2016.
Hill 
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A l m o s t  H u m a n  w a s  f o u n d e d  b y  f o u r 
developers who had earned their  spurs 
w o r k i n g  f o r  R e m e d y  a n d  F u t u r e m a r k . 
T h e i r  f i r s t  g a m e ,  L e g e n d  o f  G r i m r o c k , 
was publ ished in 2011 ,  only a year after 
the company was started.  Fol lowing in 
t h e  f o o t s t e p s  o f  c l a s s i c s  o f  t h e  p a s t 
decades ,  such  as  Dungeon  Master  and 
E y e  o f  t h e  B e h o l d e r  s e r i e s ,  L e g e n d  o f 
Grimrock  is  a  classical  dungeon crawler 
with a modern-day appearance.
 
L e g e n d  o f  G r i m r o c k  i s  f a i t h f u l  t o  i t s 
predecessors ,  r ight  down to  the  game 
mechanics :  movements span the whole 
length of the screen and the player can 
only turn by 90 degrees at  a t ime.  Unl ike 
i ts  contemporaries ,  Legend of Grimrock 
does  not  prov ide  much help  or  adv ice , 
a n d  t h e  p l a y e r  m u s t  f i g u r e  t h e  g a m e 
world out on their  own.
 
T h i s  d e b u t  g a m e  b y  A l m o s t  H u m a n 
rece ived laudatory  rev iews around the 
world ,  and after i ts  release became the 
m o s t  d o w n l o a d e d  g a m e  o n  S t e a m .  A 
sequel  for the game,  Legend of Grimrock 
2 ,  h a s  s i n c e  b e e n  p u b l i s h e d ,  a n d  t h e 
game has also been ported on to Apple’s 
mobile devices.
Legend of 
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B a d l a n d ,  w i n n e r  o f  t h e  A p p l e  i P a d 
Game of  the  Year  Award in  2013 ,  i s  an 
atmospher ic ,  s ide-scrol l ing  act ion  and 
puzzle game.  The gameplay of  Badland 
has been opt imally  ref ined with mobi le 
d e v i c e s  i n  m i n d ;  t o u c h i n g  t h e  s c r e e n 
makes the  game character  r ise  h igher , 
w h i l e  l a t e r a l  m o v e m e n t  a n d  f a l l i n g 
down occurs automatically .
 
The levels of  the game are divided into 
t h e m e s  a c c o r d i n g  t o  s e a s o n s ,  w h i c h 
c h a n g e  l i t t l e  b y  l i t t l e  a s  t h e  g a m e 
progresses.  Badland  has garnered praise 
for  both i ts  successful  appearance and 
dream-l ike style and atmosphere.
 
Frogmind,  founded by Johannes Vuorinen 
a n d  J u h a n a  M y l ly s  w h o  h a v e  f o r m e r ly 
worked on the Trials  games at  RedLynx, 
became one of the biggest Finnish indie 
d e v e l o p e r  s u c c e s s e s  f o l l o w i n g  t h e 
r e l e a s e  o f  B a d l a n d .  S u p e r c e l l  b o u g h t 
m o r e  t h a n  h a l f  o f  F r o g m i n d  i n  t h e 
autumn of  2016  for  the  pr ice  of  seven 
mil l ion euros.
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One of the f irst  game projects to receive 
funding from the  Amer ican Ind ie  Fund , 
T h e  S w a p p e r  o r i g i n a l ly  s t a r t e d  a s  a 
l e i s u r e  p r o j e c t  f o r  t w o  s t u d e n t s .  T h i s 
s c i e n c e  f i c t i o n  t h e m e d  p u z z l e  g a m e 
leans on its  strong storytel l ing,  and its 
spec ia l ty  is  levels  and platforms made 
of clay.  The developers of  The Swapper 
created scale  models ,  which  they  shot 
and recorded into  the  game instead of 
r e s o r t i n g  t o  c o n v e n t i o n a l ,  c o m p u t e r 
generated 3D models .
 
The  idea  of  The  Swapper  i s  a lso  inno-
vat ive .  The player  can create  synchro-
nously moving clones of their  character , 
and in order to survive the dangers and 
obstacles of  the game world the player 
c a n  c h a n g e  t h e  p l a c e s  o f ,  o r  “ s w a p ” , 
these characters.  In  addit ion to receiving 
posit ive reviews from around the world , 
The Swapper  has won numerous awards, 
i n c l u d i n g  t h e  B e s t  I n t e r n a t i o n a l  G a m e 
Award at  the 2011 Free Play event .
The Swapper
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The c i ty-bui ld ing game Cit ies :  Skyl ines 
t o o k  F i n l a n d  b y  s u r p r i s e  i n  2 0 1 5 .  T h e 
game ,  wh ich  has ,  for  ins tance ,  reaped 
the Finnish Game Developer of  the Year 
a w a r d  f o r  C o l o s s a l  O r d e r ,  w a s  b o t h  a 
c r i t i c a l  a n d  c o m m e r c i a l  s u c c e s s .  O n 
the  week of  i ts  re lease ,  the  game sold 
m o r e  t h a n  5 0 0 , 0 0 0  c o p i e s  w o r l d w i d e , 
and  by  the  end  of  2015  i t  had  a l ready 
s o l d  a p p r o x i m a t e ly  1 . 8  m i l l i o n  c o p i e s . 
I t  cou ld  a lmost  be  sa id  that  the  game 
h a s  c o n q u e r e d  t h e  g r a n d f a t h e r  o f  t h e 
genre as players d isappointed with the 
latest  instalment  of  the  SimCity  ser ies 
are  known to  have  swi tched  to  C i t ies : 
Skyl ines .
 
Bu i l t  on  the  Un i ty  eng ine ,  the  game i s 
designed with possibi l i t ies for a variety 
of  bu i ld ing and modify ing in  mind .  The 
game developers  encourage players  to 
p r o d u c e  t h e i r  o w n  c o n t e n t  a n d  g a m e 
modif icat ions .  Cit ies :  Skyl ines  has also 
been  used  as  an  a id  to  rea l - l i fe  urban 
p l a n n i n g .  C o l o s s a l  O r d e r  h a s  b e e n 
c o n t i n u o u s ly  r e l e a s i n g  m o r e  c o n t e n t 
for the game,  and off ic ial  patches have 
added ,  for  instance ,  a  day-n ight  cyc le , 
natura l  d isasters  and  snow with  many 
other wintery elements.
Cities: 
Skylines
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P e r s p e c t i v e :  T u i j a  L i n d é n
Tuija Lindén, 
editor-in-chief 
for Pelit magazine, 
talks about game 
magazines and 
the Finnish game 
industry.
 
“I have worked as the chief editor of Pelit 
(‘Games’) magazine for 25 years. I’ve also 
been involved with various computer 
magazines: starting up Mikrobitti, working 
for Tietokone and being the managing edi-
tor for C-lehti. After sort of drifting on to 
this side, I’ve now worked with magazines 
my whole life.
 
My own game history started by playing 
Bubble Bobble, it must have been one of 
the very first. We played it a lot at work, 
and I’d still be quite happy to play more. 
Another game I enjoyed playing was 
Rainbow Islands. Dungeon Master , of 
course, made a lasting impression. Some 
of my most treasured gaming memories 
include LucasArts adventure games, such 
as Monkey Island. As for Finnish games, 
the Legend of Grimrock series is close to 
my heart. Back in the golden age of the 
1990s, games were quite literally played 
until “worn out,” and that was part of 
the fun. At some point during the 2000s, 
a huge number of war games came out, 
but in a kind of a backlash I didn’t want to 
play them at all. Since then, gaming has 
taken a bit of a back seat for me. I have to 
confess that nowadays I don’t really play 
much. I try to go through all these Finnish 
games and mobile games as much as pos-
sible. The first mobile game that made an 
impression was Angry Birds. I’ve probably 
played through all of the possible levels. 
I really enjoyed playing it, and still have 
all of the games on my mobile. Somehow 
I feel that the kind of long-term, all-night 
gaming sessions are no longer part of my 
world. It occasionally gets rather hard on 
you that games often require quite a bit 
of playtime before you can write a review 
you can stand behind. Playing can feel 
like work, for sure. I do still enjoy playing 
games that are mentally challenging and 
have a good plot, but I mostly tend to play 
lighter games on the iPad.
 
Pelit magazine first came out in March 
1992. Prior to that, we’d made a series of 
computer game yearbooks, Tietokonepe-
lien vuosikirja, since 1987, from one to 
three volumes per year. The first of these 
books came to be when Risto “Nordic” 
Hieta, Niko Nirvi and I rounded up all the 
game reviews from Mikrobitti and C-lehti, 
which was a Commodore magazine. The 
first yearbook had a short review text 
and one black and white image for each 
game. There were also a few additional 
pieces written specifically for the book. 
The yearbooks were a success, and 
people still recall them with nostalgia. 
There’s this retro boom currently in the 
game world: people are combing through 
second-hand bookshops and such for 
these yearbooks, but they are very rare. 
The yearbooks were made until 1991, when 
three volumes came out: the spring and 
autumn editions, as well as a PC games’ 
yearbook. At this point, the need and 
desire to have a magazine dedicated to 
games was great. Around this time, C-lehti 
was discontinued as the Finnish importer 
of Commodores went bankrupt. We then 
established the Pelit magazine, in a man-
ner of speaking at least. Tietokonepelien 
vuosikirja went by the name Pelit at the 
time, and we simply expanded it into the 
magazine. This is the reason behind the 
simple name of the magazine.
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Game magazines were the first to migrate 
to the Web, and since it is hard to make an 
earning online, little by little they all went 
under. Nowadays, YouTubers are the ones 
who devour websites. People used to play 
by themselves, but nowadays watching 
other people play is great entertainment.
 
Long before Facebook, our discussion 
forum participants always had to post on 
their own name, and their accounts were 
bound to their subscription number. You 
must be a subscriber to join in. No one 
could hide behind an alias. These mem-
bers then began to meet each other at 
various gatherings and became friends. 
Discussions were terribly tidy because 
no one would fool around under their 
own name. Of course it’s quite different 
nowadays even on Facebook, but at that 
time things were a bit different. The staff 
also participated under their own names, 
answered questions, were given direct 
feedback and presented with wishes. 
For example, we might ask what kind of 
a cover the readers would like to see on 
the next issue. It was rather simple, but 
very important to them that they had a 
direct connection with us. We genuinely 
hear our readers out, and we interact 
with them all the time. This was a pretty 
big deal especially back in the day before 
Facebook.
 
I’m grateful that I got to see the rise of 
Finnish game companies, and that the 
trade has evolved from this nonsense 
industry into a significant export industry. 
Remedy and others have done well in the 
line of business, but prior to the success 
stories of Supercell and Rovio no one 
Other game magazines have come and 
gone, but Pelit has been successful in 
staying relevant and interesting. We have 
monitored the market closely, and shaped 
the magazine according to it. We’ve been 
able to adapt, and we’ve worked together 
with our community since the beginning. 
In 1996, we set up Pelit BBS, and in 1997 
we went online. In a sense, we built a com-
munity before such a word even existed. 
This happened quite by accident, I don’t 
think we could manage to do the same 
again. We started as an Amiga, ST and 
C64 magazine. At some point, the PC came 
along, and towards the end of the 1990s 
we turned purely into a PC magazine. 
Then, along came the PlayStations and we 
established a magazine called Peliasema 
(‘Game Station’), which was published 
for about four years. Subsequently, we 
decided that Peliasema should be merged 
with Pelit. That was the first time we 
involved consoles. We were at our grand-
est at that time, and had a circulation of 
about 40,000 for a long time. It was the 
golden age.
 
Game magazines have been important to 
the Finnish gaming enthusiasts, since prior 
to the Internet information was not eas-
ily obtainable. There were some English 
magazines for sale at Finnish kiosks, but 
they did not sell significantly. We had 
some licensed magazines, such as PC 
Gamer and others, as well as a Nintendo 
magazine called Super Power. Pelaaja 
(‘Player ’) was launched fifteen years 
ago, and remains the only one to survive 
alongside Pelit. The situation in Finland 
is actually rather exceptional in the sense 
that we still have two print magazines. 
really paid any attention to the game 
industry. At the end of the day, Remedy 
and Housemarque weren’t really national 
gems, but now they’ve started receiving 
grand appreciation as well. The massive 
success of the modern time mobile games 
came almost out from the blue, as well as 
the success of Colossal Order. It was an 
amazing feat for a city-building game to 
sell more than SimCity, which was thought 
to have no competition on the market. We 
knew that the Cities: Skylines was good, 
but having it sell so rapidly at the time 
was quite incomprehensible.
 
For 25 years now, we’ve been fighting 
against the notion that games would 
only be for children’s entertainment. All 
the statistics show that adults play, and 
they play a lot. Sometimes people say that 
they do not understand anything about 
games or playing. I’ve began to respond 
that they must’ve played Afrikan Tähti or 
something similar before. Therefore, they 
can understand quite enough; it’s just the 
same whether you play on a computer or 
a board. It’s all gaming, having fun and 
playing. Rovio’s Peter Vesterbacka, taking 
off in a grand way and declaring they were 
the real deal and their game would be big, 
was rather exceptional. Nothing like this 
had ever happened in Finland before. In 
that sense, Peter made a terribly good job 
in daring to open up and to think globally. 
The industry was, in a way, also misunder-
stood because, for example, Housemarque 
and Remedy had foreign publishers and 
the market was somewhere outside of 
Finland. We’ve come far enough from 
the image of games being nonsense that 
Finns held a game seminar for the King 
and Queen of Norway, and gave advice to 
Norwegians on how to do these things. 
Seeing the Norwegians humbly seeking to 
learn from us really felt good. They called 
us their big brother the whole time, and 
for once we were thinking that we Finns 
are really good at something. After all, 
we’ve come a long way from having to 
defend our works and doings to get to 
meet the King and Queen of Norway.
 
Some Finnish games are perfected, world-
wide successes, but many fade straight 
into oblivion. And you have to learn to 
walk before you can run. Even Supercell 
and Rovio made a multitude of games 
before they hit the jackpot. As these wild 
success stories become more common, 
however, people actually start thinking 
that making games is simple and easy. 
This is, of course, not the case. But sure, 
we’re great especially in the mobile busi-
ness. You can’t really deny it when, for 
example, Supercell has three different 
games constantly in the worldwide top 
ten. And now Supercell and Colossal 
Order, among others, are going to, or have 
already, hit the Chinese market. If we can 
break through there, we will genuinely be 
global. It still won’t be easy, as there are 
quite a few cultural differences.
 
I do believe and trust in our cooperative, 
international game industry, and the fact 
that we still have a lot to contribute to 
the global game culture. We might yet see 
some great success stories arising from 
the field of serious games, for example. 
I’m glad that we’ve already come so far 
that there is a lot to present, and plenty 
which we can be proud of. People should 
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understand that our history is much older 
than Supercell and Rovio. Games have 
been made in Finland for all computers 
from the start, the Commodore 64, and 
so on. People have had a burning desire 
to make games and get into the game 
business already back then. The Pelit 
magazine celebrates 25 years of age on 
the year of independent Finland’s 100th 
anniversary. Back in the day, I wouldn’t 
have dreamed of seeing this day. I think 
we may be the world’s oldest print journal 
about video games still in circulation – 
perhaps with the exception of Famitsu.”
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P . O . L . L . E . N . ,  a  f i r s t - p e r s o n  s c i - f i  a d -
v e n t u r e  g a m e ,  i s  t h e  f i r s t  r e l e a s e  o f 
Mindfield Games. It  is also said to be the 
f irst Finnish game making use of higher 
class VR technology.
 
Developed specif ical ly  for virtual  real ity 
g o g g l e s ,  P . O . L . L . E . N .  h a s  g a r n e r e d 
p r a i s e  f o r  i t s  b e a u t i f u l l y  e x e c u t e d 
retro-futur ist ic  world .  Set  on  Saturn ’s 
moon,  the  story  leads players  to  solve 
the mysteries of  a space base in homage 
to classic science f ict ion adventures.
 
In  terms of ut i l is ing the modern virtual 
rea l i ty  technolog ies  in  F inn ish  compu-
ter  games ,  P.O .L .L .E .N .  can  be  thought 
o f  a s  a  g r e a t  a n d  a m b i t i o u s  e x a m p l e . 
A l t h o u g h  t h e  g a m e  i s  d e s i g n e d  w i t h 
new technologies in mind,  i t  can also be 
played on conventional  PCs.
P.O.L.L.E.N.
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M y  S u m m e r  C a r ,  a  g a m e  b y  J o h a n n e s 
R o j o l a ,  w h o  h a s  m a d e  v a r i o u s  g a m e 
prototypes and mods since the 1990s,  is  a 
quirky case in the f ield of  Finnish games. 
I t  also offers exhi larat ing nostalgia as i t 
takes players back a couple of  decades 
and  in to  the  car - t inker ing  (and  other ) 
culture of the sparsely populated areas 
of Finland.
 
In the case of My  Summer  Car ,  the words 
“real ist ic  s imulat ion”  almost  fal l  short , 
s ince  before  the  p layer  gets  to  cru ise 
a long rural  d ir t  roads on the ir  Datsun , 
they  must  assemble  the  car  wi th  the i r 
own hands ,  even down to  the  smal lest 
detai ls  of  the engine.  The game neither 
g u i d e s  n o r  h o l d s  t h e  p l a y e r ’ s  h a n d , 
a n d  t h e  p l a y e r  h a s  t o  c o p e  w i t h  t h e 
chal lenges of  everyday l i fe  al l  on their 
own.
 
T h e  t r u t h f u l n e s s  o f  t h e  g a m e ,  w h i l e 
perhaps  po l i t i ca l ly  incorrect  a t  t imes , 
has st i l l  del ighted players from all  over 
the world.  This is  evidenced by numerous 
Y o u T u b e  v i d e o s  a n d  t h e  n u m b e r  o f 
people l ive-streaming the game as well 
as Early Access sales of  over one mil l ion 
euros.
My 
Summer 
Car
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Many people have been commenting and working on this book as well  as the prel iminary 
work for i t .  We would especial ly  l ike to thank the work groups of both the 2012 exhibit ion 
Finn ish  Games Then and Now  (Suomala iset  pel i t  s i l lo in  ja  nyt ,  SPSN )  and the  F inn ish 
Museum of Games as well  as the numerous game developers and other professionals for 
their  assistance and interviews.
The Committee for Publ ic  Information in Finland 
has supported the complet ion of the book.
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El ina Koskinen
Marko Ahlgren
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Mika Uusi-Ki lponen
Vappu Makkonen
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Numerous Finnish 
game developers 
and enthusiasts
The Finnish Games Then and Now  exhibit ion 
was held and organised by the University of 
Tampere Game Research Lab in collaborat ion 
w i t h  M e d i a  M u s e u m  R u p r i i k k i ,  t h e  M a n s e 
G a m e s  p r o j e c t ,  t h e  N o r d i c  D i G R A  2 0 1 2 
conference,  Pel ikonepei joonit  and Tampere 
University of  Appl ied Sciences.
T h e  e x h i b i t i o n  p r o j e c t  w a s  c a r r i e d  o u t 
b e t w e e n  2 7  A p r i l  a n d  1 7  J u n e  2 0 1 2 .  T h e 
exhib i t ion  was open to  the  publ ic  for  only 
s i x  d a y s ,  d u r i n g  w h i c h  i t  h a d  a  t o t a l  o f 
1 ,018 vis itors.  The f inal  select ion of games 
consisted of 45 games made or implemented 
b y  F i n n i s h  m a k e r s ,  a n d  m o r e  t h a n  3 0  o f 
them were made avai lable for playing.
The work done for the exhibit ion also served 
a s  a  b a s i s  f o r  t h e  c r o w d f u n d e d  F i n n i s h 
Museum of Games which was establ ished in 
Tampere in 2016.
